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MATURE 17+ 


CONTENT RATED BY 
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Blood and Gore 


Intense Violence 
trong Language 


© 2011 Epic Games, Inc. Allrights reserved. Epic, Epic Games, the Epic Games logo, Gears of 
War, Gears of War3, Marcus Fenix, and the Crimson Omen logo are trademarks or registered 
trademarks of Epic Games, Inc., in the United States of America and elsewhere. Available in 

Standard, Limited, and Epic Editions. Pre-order at participating retailers to secure availability. 
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Will Tom end 

up covering 
Pat’s bill in this discussion of 
the upcoming Call of Duty 
Elite service? 
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We’ve Always Wanted / 
Ever since we first saw Aliens, game have craved a game that 
mixes the action, the sarcasm, an e| the s ares of the 1986 flick. : 
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Leveling Up..for Real Master of Horror _ . Gaming Gimmicks 
Good news! Landing your next job could John Carpenter’s been scaring audiences Video games have seen plenty of harebrained 
depend on playing a video game. We for decades. He’s ready to bring his brand experiments (Nintendo’s Power Glove?). 
examine the psycnology of Egaming at -ofterrortogaming, Developers are playing with 3D, augmented 
the workplace. | Fs. Fgh Os S&S | Pot ea a reality, and face and voice recognition. Are 


\ ee Ge, |S these innovations or fads? 


Twitter.com/gamepro 


This new take 

of the series 
features some of the most 
interesting aliens ever seen 
in gaming. 


Also Frside: 


History of #*&S“ 
While gaming was first 
seen as a kid's pastime, 
profanity’s been there 


oy ll a rr, . Ay ss ’ ‘ : 
_ Ac > ie f\ by P from nearly its start. 
S Indie Gates Spotlight : 


State of the System 

Our monthly breakdown 
on the games were 
playing on PS3, X360, 
Wii, PC, 3DS, DS, PSP. 
iPhone, and iPad. 


‘ 
40 Brothers in Arms: Furious 4 Bullet Points 
A rundown of the pros 


and cons of the latest 
video-game releases. 


Spider-Man’ first game 

adorns our cover from 
Sk. +" I 4 P “HE the August 1991 issue. 
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FROM THE EDITOR 


(AGAIN) 


t might be early to start talking 
about the next generation of ma- 
chines...but I’ve played two of them 
| extensively, so they’re already front 
and center in my mind. The PlayStation 

| Vita looks seriously cool. It’s technically 
amazing, and I’m really excited about 

its potential. And then there’s the Wii 

U. That was a big surprise when I saw it 
at E3, and after playing it, I could again 
see a new machine with considerable 
potential. It’s really out there in terms of 
a games machine: something totally new 
and different that has the potential to 
revolutionize the way we play games. 


But as I type this, I get a sinking feeling 
of déja vu. I remember saying exactly the 
same thing about the Wii. I was blown 
away by how cool it was. How innova- 
tive the controllers were. And the more 
I thought about it at the time, the more 
I thought that we were on the verge of a 
new dawn of gaming. 


The reality is, though, we weren't. 
While the hardware was cool and inter- 
esting, the reality for most gamers is that 
Wii is one of the least-played consoles of 
recent years. It sold incredibly well—it 
' was the machine everyone wanted to 
| have. But the same can be said for the 
latest fitness machines: They are bought, 
they are played with for a while, and then 
they gather dust. And unfortunately, 
this is also true for most Wiis out there. I 
also got really excited about PSP initially, 
but while it was technically incredible, 
it never quite jelled for me as a portable 
gaming machine. 


Nick Geist 
Jessica Reback 


Or go to www.gamepro.com/customer_service 
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ANOTHER DAWN 
OF A BRIGHT NEW ERA 


So what went wrong? 

The biggest problem is the games—there 
are simply very few truly great Wii 
games. Some might blame Wii's weak 
technology for that, but I always felt that 
innovations in game mechanics driven 
by the controls would make up for it. But 
unfortunately, most companies simply 
couldn't capitalize on that potential— 
due to lack of imagination or perhaps 
resources—and we ended up with a few 
shining examples of Wii games drifting in 
a sea of mediocre shovelware. 


While PSP does have many good 
games, a lot of them seemed more suited 
to dedicated console gaming than feeling 
like they were designed for dip-in, dip-out 
mobile usage. Sure, some people like to 
play stuff like Gran Turismo on a small 
screen, but the reality is the PSP never 
quite resonated with the mobile gaming 


market like DS and iPhone. 


So, what's the point in this big editorial 
wet blanket over this exciting new 
technology? 

Well, just to articulate a point I’ve made 
many times over the years—it’s all about 
the games. Technology opens the door 
to new gaming concepts and ideas, but if 
they're not fun, or if aren’t right for the 
platform, then no amount of tech tricks 
will save them. When great technology 
does meet great ideas, however, then 

we get something new, different and 
truly exciting. 


And that’s what I’m hoping for. Again. 


JAZ RIGNALL 
VP, Content 
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COOPERATE AND COMPETE A GRIPPING, GINEMATIC STORY INTENSE MULTIPLAYER 
Fight together in 3-player co-op while Join a US government task force as it Engage in unique Cops vs. Gangsters 
competing to be the best. embarks on a blood-soaked quest to multiplayer modes across a wide 
take down a violent Mexican drug cartel. variety of locales. 


MATURE 1+ ™* 360. 1/1\7e ss © 


PlayStation 3 PlayStation. Network 


Drug Reference 
Intense Violence © 20111 ot tr | - ee a 
Partial Nudity f Ubisof diate the Techland loan cre renietores 


sexual Content 
Strong Language 


TECHLAND UBISOFT 


MEET THE GAMERS 


Jaz Rignall VP, Content 

OMFG U GUYS SUX. THIS FACTIUN IS ALWAYS 
LOSE. Y AMI IN LOSE TEAM EVRY GAME. U 
DOENT NOE HOW 2 PLAY. STIK TOGETHER. 
WEARS MY HELES??? AGH A VEIN JUST POPT 
IN MY FORHEDD. It’s been a PVP gaming kinda 


month for me. It’s such fun. Except for the players. 


Now playing: Generic gun game #2, MMO PVP option #3, Online 
fighting game #1, Stupid Casual Facebook game #329 
Twitter: @jazrignall 


Karen Chu Art Director 


Karen recently has been getting into trail running. 


She has learned two things: 1) She is awful 

at it. 2) Her dogs find sweat-drenched socks 
gastronomically irresistible, and she can’t get 
them to stop chewing on them. Eww....... 

Now playing: Are You Smarter than a Plant? 
Twitter: @momopeche 


Jason Wilson Group \Vianaging Editor 

Jason's put out an APB for his immune system. 
Have you seen these white blood cells? 

Now playing: Dungeon Siege I//, Pac-Man and 
Galaga Dimensions, Jamestown: The Lost Colony 
Twitter: @jason_wilson 


Tom spent a weekend camping, completely away 
from video games. So what did he do? He played 
a ton of card and board games around the fire. 
There is no escape 

Now playing: Shadows of the Damned, Alice: 


Madness Returns, Drop7 
Twitter: @Tomelet 


Justin Haywald Executive Editor 


a cay 


In order to impress the ladies, Justin has started 


practicing magic. So far, the ladies do not seem 
very impressed. 

Now playing: Earth Defense Force: Insect 
Armageddon, Catherine 

Twitter: @justinhaywald 


Patrick Shaw Senior Editor 

= 22 : This month, Pat's taken up a brave new cause. 
Instead of drinking soda pop all day at work, 
he’s going to drink nonalcoholic beer whenever 
he’s thirsty. Think about it: They’re both cold, 
carbonated beverages. Only one is beer flavored! 
Now playing: F.E£.A.R. 3, Red Faction: 
Armageddon, Army of Darkness: Defense, SpongeBob Squigglepants 
Twitter: @patrickshaw 


GAMING 
EXPERTS 


WHAT'S HAPPENING & COOL 


© inthe **ee8 


WORLD OF 
GAMING 


Will Herring Reviews Editor 

Will got a new pair of glasses. 
With them he can see the fabric 
of his own existence unravel in 
real-time. They were not a very 
wise purchase. 

Now playing: Shadows of the 
Damned, Xenogears, Jet Grind Radio 


Twitter: @gp greyscale 


Chris Holt Sr. Associate Editor 

ae ee After seeing the uproar over 
the new “punk rock” version of 
Dante, Chris has been spending 
more time with actual punks. 
His conclusion: No matter how 
many swords and guns he has, 
Dante is still a freakin’ pretty boy. Henry Rollins could 
kick his ass. 
Now playing: F.£.A.R. 3, Dungeon Siege III, Shadows 
of the Damned, and lots of Black Flag 
Twitter: @BicycleSquid 


Kat Bailey Associate Editor 

Despite loving the movies, Kat 
will probably never play 
Aliens: Colonial Marines 
because of her pathological 
fear of facehuggers. 

Now playing: Dungeon Siege 
lil, SD Gundam G Generation World 

Twitter: @the katbot 


Ray Barnholt Associate Editor 

Ray is delighted to have 
more Dragon Quest games 
translated in English, even 

if they are DQ Monsters: 
Joker 2 and the board-game 


game Fortune Street. 


Fans will be fans.... 


Now playing: Catherine, E/ Shaddai: Ascension of the 
Metatron, Star Fox 64 3D 
Twitter: @rdb aaa 


Chris Parisi Video Producer 

Chris has been browning up 
ever since the sun decided to 
peek through the thick city fog. 
In a month or so he will be an 


entirely different race. 


Now playing: /.A. Noire, NHL 11 
Twitter: @chrisparisi 


McKinley Noble Staff Editor 

= McKinley’s way 
too excited about 
having a game 
room in his new 
apartment. With 
the extra space, 
he’s rediscovering old titles that he still 
has yet to finish. Now, all he needs to do 
is figure how to properly connect a Super 
Nintendo to an HDTV without blowing 
something up. 
Now playing: Porta/ 2, Mass Effect 2, 
The Legend of Zelda: A Link to the Past 
Twitter: @KenTheGreat! 


Emanuel Maiberg clitoria! Assistant 
Manny just 
moved toa 

new apartment, 
proving once and 
for all that years 
of playing Tetris 
come in handy when you need to load 
boxes and furniture into a small truck. 
Now playing: Vanquish, Infamous, Dead 
Nation, Age of Zombies (iOS) 

Twitter: @BergBlog 


Andrew Yang Sr. Graphic Designer 
The secret source 
to Andrew’s 
artistic powers 

is a magical light 
from THE MOON. 
J Not a good source 
during summertime, when the nights are 
their shortest. Luckily, he has discovered 
that consuming massive amounts of 
cheese as a substitute is just as good, 

if not better than, the magical lunar 
energies has craves so desperately. 

Now playing: StarCraft 2 

Twitter: @stitchmind 


Will Chu Graphic Designer 


ry So it’s hot in San 


Francisco, and 
while many other 
cities in the U.S. 
have lovely ladies 
walking the parks 
in sundresses, we have naked old men 
riding tandem bicycles. Will is very much 
in grief. 

Now playing: My dog, Capote 

Twitter: @ashjaw 


CG of the MONTH 


Tomb Raider Brand Director KARL STEWART asks the GamePros: 


The games we get in are 
almost always assigned 

out based on an editor’s 
particular areas of expertise, 
including genres, developer 
knowledge, and console 
preference. And with so 
many new releases being 
sequels and reboots these 
days, “franchise familiarity” 
is fast becoming just as 

vital a skill as knowing 

your way around an FPS or 
JRPG. Taking print and web 
deadlines into consideration, 
this can make it difficult— 
especially when that guy 
who's played every Cal// of 
Duty religiously and eats, 
breaths, sleeps first-person 
shooters has hardly enough 
time to take lunch, much less 
time to play through Black 
Ops in its entirety for review. 
But the quality of a review 
from a knowledgeable source 
is infinitely more valuable 
than from someone who 
doesn't know Master Chief 
from Marcus Fenix. 


___. ABOUT THE COVER 


In general, | think it’s best 

to remain agnostic when 
assigning out games, 
especially big triple-A titles 
that are supposedly aimed 
at the mass market. You 
dont need to be a hardcore 
Japanese RPG nerd to review 
Final Fantasy because | 
think Square Enix would 

like their game to be more 
mass market. So why not 
approach it from the point 
of view of mass-market 
gamers? It’s a good thing 
sometimes to have someone 
who is unfamiliar with a 
certain genre review a game 
within it so you can geta 
fresh, unfettered look. Those 
reviewers will often call into 
question certain conventions 
that a hardcore fan often 
times takes for granted. On 
the other hand, | do think it’s 
appropriate to have sequels 
reviewed by someone who 
reviewed at least one of the 
earlier titles in the series to 
put it better into context. 
Either way, fresh takes are 
more important to me than 
the opinions of people who 
live and breath certain types 
of games. 


TOM SAYS... 


I'd never assign a review out 
randomly. Because we cater 
to a pretty hardcore audi- 
ence, | think it’s important to 
have a writer that knows both 
the series and the genre well 
enough to recognize what a 
game should be doing, what 
other similar games have 
done better (or worse), and 
who can also appreciate what 
a Casual fan will enjoy about 
the game. You’d never make 
someone who only plays Cal// 
of Duty review a hardcore 
JRPG or someone who abso- 
lutely hates bloody, violent 
games review the next Gears 
of War or Resident Evil—those 
arent the people who are go- 
ing to buy the game, anyway, 
so why would you want to 
read their opinion (unless 

it’s for the comedic value)? 
Finding the right reviewer is 

a tough job and one we dont 
hand off lightly. 


Alien was one of the first R-rated movies my parents ever 
let me see, and | hated them for it. | was sure | could hear 
that big, slimy freak drooling on my toys in the closet while 
| was trying to sleep. So another great thing that A/iens 

did for me, (in addition to helping define action movies 

as well as video games for years to come) was make the 
Xenomorphs less scary. | could handle them if | had a pulse 
rifle, even if it was imaginary. Still, seeing that thing on the 
cover this issue is making my palms sweat a little. 


EVENT CALENDAR 


‘ is . ” aks, J a 2B Set & pail ese f e . 
8/4/11-8/7/11 QuakeCon 2011 is the place to be for PC gamers, modders, and other 8/9/11 Continuing the success story of the little 
hardcore hardware nerds. Come to Dallas for John Carmack’s amazing techno-babble. indie game that could, Cave Story 3D for the 3DS 
Stay for the all-night LAN parties and oppressive Texas heat. comes out today. It’s 2D in 3D! 


8/16/11 If you think Age of Empires Online debuting on the PC 8/19/11 Just what the world needed: a Conan the Barbarian reboot, 


today is a bigger deal than The Big Lebowski coming out for which appears in theaters today. Will Arnold make an uncredited 
Blu-ray, then that’s just, like, your opinion, man. cameo? Maybe he can send one of his kids instead... 


Two of the best fancentric events happen 
this month—QuakeCon 2011 for hardcore 
PC gamers, and PAX Prime for the hardcore 
oro thing else (including PC) gamer. They're 8/23/11 A few favorite gaming franchises have been making their 
like E3, but actually fun. returns after long absences this year, but Deus Ex: Human 
Release dates are subject to chang Revolution is the most exciting by far. Sorry, Duke. 


‘on 


&/26/11-8/238/11 The ultimate in nerd parties, PAX Prime, 8/30/11 At press time, the NFL season is still locked out by the owners. But 
is happening in Seattle. Bring your geeky shirts, your kilts, we're not going to let that ruin our fun with Madden NFL 12. It’s the only 


your 20-sided die, and a whole lot of hand sanitizer. place the San Francisco 49ers have a chance, anyway. 


Super power. 


‘ i . 7 
GREEN LANTERN and al! related characters and elements are trademarks of and ©DC Comics. at i} | I 
©2011 Warner Gros. Entertainment inc. All Rights Reserved. z 
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september Letter of the Month 


6¢ hear \ Nhat 5 joure saying, nnpeveu, 
and to< a degree 2, youre at ll 
wh ae hearted “ , ah nit that the way 


I look at games has changed immensely 
Since I first started writing about an 
Where I once spent} my weekends sifti 
through both new release racks al aes a 


gain bins in search ctties ye-catching dis- 
L. ‘. tractions, knowing litte more fo ut the n 
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leases, me a ores in place of box art. 
Does that mean Ino longer ee 
them? No way; for all the hobby sacrifices 
that come with reporting on games on 
a professional level, I'm still fortunate 
enough to be writing about something 
I'm este op dfn emt ab hee and!ig 
Ol 


to play witne ii he yt cele of one - 
the ente! ta unment industry's most excit- 
ing sides.” —Will I i ig, Reviews Editor 


Reviews: Bad for Gamers? \?cirewhanshetsare, 


“[Regarding ]Asa die-hard fo¥=1 9 6 \ 3) Se 

I believe that becoming a reviewer has to be one of the worst Sony NGP 

things you could do to yourself in regard to this particular 40% 

hobby. Reviewing a game means you must detach yourselffrom § ™mnotbuyinga damn thing 

it, remove all personal bias, and attempt to critique the game 27% 

from a completely objective viewpoint. Problem is, games are DEB ESR aS Ss aes 

very subjective. Games are not meant to be experienced by COLL EE: y 

dismantling them, by separating their various mechanics to 8% 

their barest levels, and then valued numerically based on the Sony Ericsson Xperia Play 

objective ratings assigned to these parts. It must really suck to 2% 

play games that way! Screw that—I’m getting a new 
Games are meant to be experienced by the emotional parts of _ Wii/Xbox/PlayStation 

our brains rather than the scientific ones. When experienced this 2% 

way, L.A. Noire is an absolute masterpiece.” yoy Oiser 


—nnepveu / Forum Rank: / Posts: 


~ For daily updates, follow us at Twitter.com/gamepro 


“NINTENDO Wii U REPORTEDLY 50% MORE POWERFUL THAN P§3?” 


er) 


“Not buying it for 
the horsepower. 
Even though an 
HD 4850 is godly 
compared to what 
the PS3 and Xbox 
360 have.” 


—GetsugaSSJ / Forum Rank: 


—MkKDrifter / Forum Rank: 
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“Which surface 
is good for the 


PS3 Slim to be on: 
wood or metal?” 


—asiangamerdude4321 / 
Forum Rank: / Posts: 


Our Art Attack winner this month is Jason Evans, who molded animpres- ~* “Istarted the sculpt making a wire frame 
Sively detailed clay likeness of Ha/o’s Master Chief. We asked him about his . 
gaming background and how he pieced this project together. For his effort, “25 Made using a two-part epoxy clay called 


Jason wins a Halo; Reach Legendary Edition box set. 


“’m really starting to think you 
orgasm every time you mention 


eee technological specs.” 
—gamiac2002 / Forum Rank: 


ee 


i 


“How is this surprising? The PS3 is 5 years old and uses an obscure 
architecture. It is pretty good for Nintendo, though; | heard that the Wii U 
will use the equivalent of an HD 4700 series GPU, which should mean 
Zelda with delicious antialiasing.’ 


/ Posts: 


/ Posts: 


“Air.” —GoldenEye001 / Forum Rank: / Posts: 


“Water.” —pats_fan465 / Forum Rank: / Posts: 
“Fire.” —asiangamerdude4321 / Forum Rank: / Posts: 
“Earth.” —Dragon05555 / Forum Rank: / Posts: 
“Heart.” —Fat bot / Forum Rank: / Posts: 


“Not funny. ”"—GoldenEye001 / Forum Rank: / Posts: 


in the basic pose | wanted. The entire sculpt 


Apoxie Sculpt. | sculpted it entirely by hand 
with the aid of a few small tools, lots of sand- 
paper, and lots of patience.” 


>“[It] took a few years to really complete 
only because | would work on it for a while 
and then set it aside for a long while and 
come back to it. | also kept adding to it even 
after | thought | was finished.” 


> “I've been playing Halo games for about 
nine years. | played Ha/o for the first time 

in 2002 on my brother’s Xbox. At the time 

|! owned a PlayStation 2. | purchased Halo: 
Combat Evolved for the PC when it came out 
in 2003 and shortly after sold my PS2 to buy 
an Xbox so | would be ready for Halo 2. I've 
purchased every Ha/o game released since.” 


Want to get your art featured in GamePro? 
Send your art to us via feedbackegamepro. 
com or mail it to GamePro Art Attack, 501 2"¢ 
Street, Suite 500, San Francisco, CA, 94107. 
In either case, be sure to include your e-mail 
address so that we can contact you to chat 
about your work! 


IN CASE YOU DIDN'T KNOW, THIS IS THE BEGINNING OF THE MAGAZINE 
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Michel Ancel, the 


responsible for Beyond 
Good & Evil, served as 
lead designer on Peter 
Jackson's King Kong: 
The Official Game of the 
Movie. Try saying that 
ten times fast. 


Rayman Origins dev also 


SMELLS LIKE NERD SPIRIT 


PLEASE - 
LOVE 
“ME 


NUMBER OF TIMES DURING 
OQUR DEMO FOR THE 
KINECT GAME FABLE: THE 
JOURNEY PETER MOLYNEUX 
CLAIMED THAT THE GAME 
WAS NOT ON RAILS. HE 
EVEN WROTE IT ON THE 
WHITEBOARD. OK, PETER, 
WE GET IT. BUT EVEN IF 
IT'S NOT TECHNICALLY ON 
RAILS, IF OUR MOVEMENT 
IS RESTRICTED WE ARE 
GOING TO FEEL LIKE 
FRUSTRATED WIZARDS. 
JUST SAYING. 


BRUNG 


SILLY LICENSED 
GAME THAT WE 
ARE STRANGELY 
ENTICED BY: 


of our favorite 
- gross-out cartoons on 

_ TV,and with aname 

_ like Ugly Americans: 

_ Apocalypsegeddon, we 
- at least know it’s going 

- to be funny. 


1) DANCE CENTRAL 2 Crews, 
dance-offs that bring both people 

on screen at the same time, and 

all the songs from the first Dance 
Central—this is the de-facto dance 
game to beat. 

2) JUST DANCE 3 Finally : 
breaking free of the Wii, JD3 willbe: 
coming to all motion-supporting : 
platforms. They've definitely had 
plenty of practice making good 
dance games. : 
3) RHYTHM HEAVEN Sure, it’s not: 
a “dance” game, per se, but this ! 
Nintendo title will have you out of 
your seat and swaying to 

the music. 


# FOR DAILY UPDATES, FOLLOW US AT TWITTER.COM/GAMEPRO 


Demon's Souls was 
=| a surprising cult hit 

that wasn’t even 
that "cult" (it’s Atlus USA’s 
biggest sales success), 
So it’s no surprise to see 
Bandai Namco grab the 
Spiritual sequel and put 
their weight behind it. But 
follow-ups to smash hits 
arent always smashes 
themselves; sometimes 
people are burned out 
beforehand. Dark Souls 
has a super similar look 
and feel (which | don't 
mind!), but it might not 
be enough to convince a 
part of the audience that 
played the first game. Still, 
if you're reading this, you 
probably shouldn't pass it 
up. —Ray Barnholt 


DUST 514 


Dust 514 is doing something 
interesting by letting you 
play an action game that is 
set in the persistent world 

of an MMO, EVE Online. So 
we got to thinking, what are 
some other crossovers we'd 
like to see that allowed you 
to play a specific component 
of a larger game? 


I'd love to have seen an 
action game by Blizzard 

that let you be the Orc or 
Human knight who has been 


deployed as part of a larger 
battle in Warcraft III. Lots of 
action, fighting, hacking 
and slashing with boots on 
the ground. 


—Chris Holt 


Give me the opposite per- 
spective from Dust 514—in 
Star Wars: The Old Republic, 
let me command a massive 
space fleet comprised of 
player characters. Let me 
play Admiral Ozzel while 
everyone else plays Jedi. 

| don't even care if Darth 
Vader ends up choking me 
to death when | screw up. 


—Kat Bailey 


TOR vs. Rouge Squadron—-| 
guess they're already trying 
to implement this, to some 
degree? It'll be cool. 


—Justin Haywald 


| would love to play as a first- 
turn Warrior in Civilization, 
exploring vast continents 


and fighting barbarians in 
real time. Since one turn 
equals many years, | can 
imagine there’s room there. 


—Tom Price 


Give me a new Starfleet 
Command to go with Star 
Trek Online. More ships, 
more vectors, more tech to 
bolt on my ship. No lame 
away missions. 


—Jason Wilson 


NAME 
FORA 


IF YOU’VE SEEN 
THE SAPPY/SWEET 
ROBIN WILLIAMS 
COMMERCIAL FOR 
OCARINA OF TIME 
ON 3DS THEN YOU 
KNOW THAT A) HE’S 
A BIG GAMER AND 
B) HE NAMED HIS 
DAUGHTER ZELDA 


AFTER THE HEROINE. 


WHAT A FANBOY. 

IN CASE YOU'RE 
THINKING OF DOING 
THE SAME, HERE 
ARE SOME VIDEO 
GAME NAMES TO 
AVOID GIVING YOUR 
CHILDREN: 


@ BABY GOT FRIENDS 


|| We heard from a reliable 
inside source that the PS Vita’s 
multiplayer capabilities won't be 
possible over a 3G connection, only 
when you and your friends are 
connected over Wi-Fi. Considering that 
AT&T is the carrier, we kind of already 
assumed this. Maybe the functionality 
would be there but good luck holding 
a connection. If it’s actually been 
nerfed from the get-go, that’s a major 
disappointment. We thought this thing 
was going to be a PS3 in our hands! 


It may have been unrealistic for us 

to expect L.A. graphics with Oakland 
gameplay, but just the fact that Sir 
Mix-a-lot has his own facebook game is 


either the best or the worst thing we’ve 


heard all month. The goal is to unlock 
a song or other prizes by correctly 
answering trivia questions about 

the Knight from Seattle, but perhaps 

a better idea would have had you 
launching big booties at things, Angry 
Birds style. 
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OH PLEASE LET THIS BEA 
REAL THING: 


MY LITTLE PONY: 
FIGHTING 
IS MAGIC 


A My Little Pony fighting game? We hate 
MLP, so getting the chance to give Twi- 
light Sparkle the ass-kicking she has long 
deserved is hard to pass up. No “Bronies” 
up in here, bro. 


OFFICIAL SYLVIA 
CHRISTEL FIGURINE 
FROM NO MORE 

HEROES 


It may be about an 18 year-old 
game that many core gamers 
still see as the punchline to 
some kind of lame joke, but 
Myst and Riven: The World of 
the D’ni by J.P. Wolf is actually 
an engrossing look behind the 
scenes of the development of 
one of the seminal computer 
games to cross over into the 
pop culture zeitgeist. You dont 
have to be an old fart to ap- 
preciate it, you just have to find 
academic analysis of classic 
games and genres interesting 
(like we do). 


there he is! 
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YOSHINORI ONO 
w GAMEPRO 


Or at least loves having Street Fighter on the 
cover of GamePro. 


WN 
"(CALIFORNIA'S OVERTURNED 


"J LAW TO RESTRICT THE SALE 
OF VIOLENT VIDEO GAMES TO 
MINORS] WAS A TERRIBLE LAW 
TO BEGIN WITH. IT COULD HAVE 
EFFECTIVELY MADE ALL GAMES 
M-RATED GAMES, BECAUSE 
PUBLISHERS WOULD HAVE 

BEEN RIGHTLY NERVOUS ABOUT 
UNDERLABELING THEIR TIULES 
AND FACING THE WRATH OF THE 
STATE (OR, MORE PRECISELY, 
STATES, BECAUSE A CALIFORNIA 
LAW WOULD HAVE NO DOUBT 
SPAWNED UP TO 49 DEFORMED 
SIBLINGS). A CARTOON 
PLUMBER LANDS ON TOP OF AN 
ANTHROPOMORPHIC MUSHROOM 
AND CRUSHES IT TO DEATH? 


HMMM. BETTER LABEL IT 'M.” 


—-KEN LEVINE, COFOUNDER OF IRRATIONAL 
GAMES, TO KOTAKU. 


// GP SAYS: If anyone’s qualified to argue the 
artistic merits of video games, it’s the man 
who brought us BioShock. 


OCARINA OF TIME 


Nintendo gave us a sweet bonus item with our 
copies of The Legend of Zelda: Ocarina of Time 
3D—actual ocarinas! We’re keeping ours, but you 
can always get a Sweet Potato Ocarina right over 
here—http://www.songbirdocarina.com/. If you've 
already got one (it'll work on any ocarina), here's a 
couple songs to get you started. 


EPONA'S SONG 
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SHORT TAKE: WORLD OF BATTLES IS 
NO WARCRAFT 3 


new frontier is already a powerful force. 
Some have billed World of Battles, which is in 
beta, as an online version of Warcraft I//, one 
of the greatest real-time strategy games ever 
created. After playing through several hours’ 
worth of battles, | must sadly report that in 
its beta state, World of Battles is nothing like 
Warcraft Ill. The battles (not to mention the 
units) are slow, with what appears to be few 
offensive or defensive options. The terrain is 
Sadly one-dimensional, too, focusing on one 
strong point (at least on the maps I’ve played 
thus far). The game’s in beta, so | have hopes 
that it'll develop into something better. But 
right now, it’s a pretty generic battle game. 
—Jason Wilson 


-Y "MAINSTREAM 

‘J PENETRATION IS A 
MAJOR GOAL FOR MASS 
EFFECT 3 AND THOSE 
HIGH UP FEEL ONLINE 
CO-OP IS THE ANSWER 
THEY'RE LOOKING FOR. 
EA'S KEEN TO PUSH THE 
MULTIPLAYER SIDE 

OF THE GAME TO HELP 
SPREAD WORD OF MOUTH 
—SO IT'S NOT JUST 
GOING TO REHASH STUFF 
FROM THE CAMPAIGN. 
IT'S GOING ALL OUT” 


mei) 


WE SEE A LOT OF VIDEO GAME 
RELATED TATTOOS, BOTH GOOD 
AND BAD (MOSTLY BAD). But 


—"UNAMED DEVELOPMENT SOURCE," this Nintendo-themed skin art on 
COMPUTER AND VIDEO GAMES, ON FOUR- reader Modesto (he’s from NY, 
P| AYER C 0-0 P IN MASS apy ahi] 2 : which is just doubly confusing) is 


kind of bad-ass. Maybe if he gets 
the face of Reggie Fils-Aime on 
one butt cheek and |wata-san on 
the other, someone at Nintendo 
will give him a free Wii U. 


// GP SAYS: We agree, co-op is a very 
good thing. But so are those voice 
commands for your A.|. squad. Besides, 
we prefer friends who do what we Say. 
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PROFANITY IN 
GAMES 


--BOMBS, 
CENSOR- 


SALP, AND 
OPERA- 


SINGING 
MOUN- 
TAINS OF 
FECES 


F-WORD 
RECORD 
BREAKERS 


Originally titled “Snots and 
Boogers,’ Gottlieb’s quirky 
arcade classic Q*bert doesn't 
feature any full-blown 
F-bombs, but it does have 
profanity of sorts. Whenever 
its titular, trunk-nosed hero 
collides with one of the 
game's purple snakes or 
unidentifiable green blobs, 
Q*bert unleashes a string of 
symbol swearing: @!#7@!?. 


THEN 


Even though repeating any 
of the language in Maniac 
Mansion probably won't get 
you expelled from school, 
Nintendo still neutered some 
of the spicier content in this 
video-game spoof of teen 
Slasher movies. The NES 
version changed “The meteor 
is going to be pissed” to “The 
meteor is going to be mad” 
and “For a good time Edna 
3444” to “Call Edna” and 
deleted a suggestive poster 
of amummy posing like 

a Playmate. 


SONTENT RATED B 
ESR E 


In response to racier games 
like Night Trap and Mortal 
Kombat, the Entertainment 
Software Ratings Board 
(ESRB) is founded to 
“empower consumers” . ESRB 
content descriptors tell you 
everything that's in a game, 
such as “simulated gambling” 
and “comic mischief”—and 
even inventories individual 
Swear words 


PROFANITY FILTER 
First implemented in 

Online chat rooms, “Swear 
filters” describe software 

that modifies, censors, or 
downright deletes harsh 
language typed during online 
video-game sessions. Swear 
filters are especially prevalent 
in MMORPGs like World of 
Warcraft, and often, these 
censors allow you to toggle 
them off. 


SCENTTY DONE RIGHT 
Some games use profanity 
instead of going through 

the trouble of crafting sharp 
writing or dialogue. Duke 
Nukem 3D is a good example 
of a game that uses toilet 
humor and crassness cleverly, 
which is in large part why 
fans have stuck around for 

a proper sequel after so 

many years. 


Richard Eter’s sleazy, 
homebrewed Leisure Suit 
Larry-style point-and-click 
adventure game may 

only take about 5 minutes 
to complete—but every 
second of it is loaded with 
offensiveness. From a Brad 
Pitt mask used to disguise 
your ugly face from women 
to the game's name, F*** 
Quest is one big, raunchy 
(and mostly unfunny) joke. 
A sequel, dubbed F*** Quest 
2: Romancing the Bone, was 
released six years later. 


SEAMAN ABUSE 

Sega's beyond-bizarre virtual “pet” 
simulator Seaman is one of the few video 
games where it’s possible for you to 
actively curse at your character—in this 
case, a half-fish, half-man abomination. 
Though don't expect your seaman to 
appreciate it when you verbally berate 
him through the game's microphone. 


DRUNKEN SQUTRRELS 
Originally developed as a game geared 

to children, Conker’s Bad Fur Day was 
redesigned to star a foul-mouthed, beer- 
swilling squirrel named Conker. On top 

of its mature language, the game also 
features Nazi teddy bears and...a towering 
anthropomorphic mound of feces 

that sings. 


X-RATED LIVE 

If you've ever logged into Xbox Live or 
the PlayStation Network, you may have 
seen the ESRB warning that “online 
interactions are not rated by the ESRB.” 
While playing games online is often a very 
tame experience, occasionally, heated 
multiplayer games (especially those with 
voice chat) can devolve into screaming 
matches rife with hate and homophobia. 


RECORD-SHAT TERING PROFANITY 
The video-game version of Al Pacino’s 
violent action vehicle failed to blow away 
critics. But Scarface: The World is Yours 
did receive accolades for its dialogue, 
which is heavily laced with bad words— 
over 5,000 of ‘em. According to the 
Guinness World Records: 2011 Gamer’s 
Edition, Scarface is the most obscenity- 
rich game ever made. 


iIING CHILDREN TO SWEAR 
According to online British tabloid, Daily 
Mail, 36-year-old mother Tonya Carrington 
became outraged when her son Ethan 
learned several dirty words while playing 
Scrabble DS, including s***, f******, 

and toke (as in to inhale smoke from a 
cannabis cigarette). We should note that 
every version of Scrabble includes those 
words, as they are part of the dictionary. 


ey 


, ts it 


NOW 


DID YOU KNOW? 


Sometimes swear filters accidentally 
censor or replace words that aren’t even 
profane. On the Myst official forums, the 
word “manuscript” was automatically 
changed to “m****script” because “anus” is 
part of the word. 


GENRE: PLATFORMER 
DEVELOPER: RED CANDY GAMES 
PLATFORM: XBLA 

STATUS: QUT NOW 


es : ap lt YOU LIKE: CLASSIC 
(5AM ES 3 PLATFORM ACTION WITH A 
—-a ee, ' WHIMSICAL HAND-DRAWN ART 


bo... a aan eee : STYLE, YOU'LL LIKE THIS GAME. 


// UNDER THE RADAR 


INDEPENDENT 
UEVELUPeERS 
ARE CREAT ING 
SOME OF THE 
FRESHES | 
GAMES OUT 

| al Ae, PI 
ARE SOME YOU 
SHOULDNT 
wiles ff 


Cute, clunky robots are one of our 
favorite video-game character clichés, 
right in between space miners and 
zombies on our top 10 list (sexy ninjas are #1). 
TIC is the name of the cute clunky robot at the 
center of his eponymously titled game, 7/C: Part 
1, a fast-paced side-scrolling platform game, 
and he can do more than just move left or right 
and jump. TIC cruises along on a single unicycle 
wheel for speed, but he can also drill through 
walls and down into the ground, as well as take 
off like a helicopter for short bursts of flying. He 
can also interact with other sentient tin cans he 
finds in the world. 
TIC: Part Ts distinct and beautiful graphics 

are made possible by RedCandy’s proprietary 
JawBreaker engine, which allows for all kinds of 
prettiness. And if you’re wondering about Part 
2, it should be out next year with “the added 
benefits of DLC, level building/editing/sharing by 
modifying and making available our proprietary 
JawBreaker Engine/Editor for player use,” says 
RedCandy founder Julian Volyn. 


DYAD 


ABSTRACT RACING 
SHAWN MCGRATH 
PSN 
COMING SOON 


game set in the universe of old-school 
arcade game Jempest. But there’s no 

cars or any other kind of recognizable vehicle. 
Dyad does have a neon-tinged, spacey “tube” 
that you follow, and you accelerate through 
the tube by interacting with enemies. These 
are obstacles in one sense but power-ups in 
another: You must use their power by grazing, 
or “hooking,” them to build up speed, which 
you can then transfer into a lancing attack. The 
concept seems simple, but it definitely breaks 
with familiar convention, presenting what 
developer Shawn McGrath calls a “cognitive 
experiment presented through gameplay.” 

The gameplay may be simple, but the varied 
objectives the game presents add new chal- 
lenges to the puzzle-like action. Speed objec- 
tives, combos, and other challenges give the 
player a variety of goals, but the greatest reward 
the game seems to offer is bending your mind. 
The color-splashed graphics, combined with 
original music from Jason DeGroot (Fez), may 
help to “take your mind to a new level of con- 
sciousness, but they also add up to a uniquely 
stimulating game. 


6 
H At first blush, Dyad looks like a racing 


| TRAVELING 
” AT MIND-BENDING SPEEDS 
WHILE LOOKING AT MIND- 
BENDING VISUALS. 


It seems like such an obvious 
AB) idea—multiplayer shooter 
action on a 2D platforming 


plane—so why has it taken all this time 


2D MULTIPLAYER 


SHOOTER 
DISCORD GAMES 
XBLA 
COMING SOON 


RUSH'N 
ATTACK WITH EIGHT- 
PLAYER MULTIPLAYER, YOU'LL 
LAE: TiS, 


seagate 


and the fertile minds of independent 
game makers to finally implement it? 

Take Arms is a throwback to the style of 
old-school side-scrolling shooters like 
Metroid, Contra, or Rush’n Attack, but with 
more complexity in terms of upgrades 
and classes, as seen in modern games like 
Shadow Complex or even Call of Duty’s 
multiplayer. 

So why add the component of competi- 
tive multiplayer action (besides it being 
an awesome idea)? “Our initial idea was 
a Metroidvania-style game,” says Discord 
Games cofounder James Petruzzi. “[But] 
we quickly realized how much content a 
single-player experience requires if we 
were to make it as polished as a triple- 

A title, so the idea was born to takea 
[multiplayer] FPS and set it ina pure 2D 
universe.” 

Take Arms’ eight-player multiplayer, 
playable over Xbox Live or locally with bots, 
features three classic modes, three character 
classes (Striker, Grunt, and Destroyer), and 
three maps covering distinct environments. It 
may be anew way to get your war on online, 
but it’s one that shooter fans will appreciate 
in any “D.” 


IRE: 2D MOBA 
ELOPER: RONIMO GAMES 
rFORM: PSN, XBLA 
5: DUE OUT LATER THIS YEAR 


(F YOU LIKE: MULTIPLAYER 

MAYHEM WITH A CRAZY 
CARTOON TWIST AND GENERAL 
AWESOMENESS, YOU'LL LIKE THIS. 


With a name like that, it’s gotta 
AS be, well, awesome. Even the 
theme song that graces its 


E3 trailer will make you weep with joy. 
Awesomenauts from Ronimo Games—a 
Dutch development house made up of 
many of the people who originally did 
de Blob—isn't just playing upon our love 
of the retro ’8Os adjective but also on 
our love for retro 16-bit gameplay and 
characters. On the surface, this is what 
Awesomenatts is, a throwback 2D side- 
scroller full of radical character design 
(monkeys with jetpacks, frogs sporting 
mohawks) and plenty of cool hand-drawn 
animations. But in a decidedly nonretro 
twist, it throws online multiplayer battle- 
arena action into those 2D levels, with 
six character classes and upgradeable 
weaponry. Who needs tacked-on 
multiplayer modes in first-person 
shooters, anyway? 

The genres that Awesomenauts is mixing 
and mashing are ones we've seen before, 
so what really makes the game stand out is 
its distinct look and “koo-koo” characters. 
There's Sherriff Lonestar with his jet boots 
and dynamite throwing skills; Yuri the 
Russian monkey astronaut; and, of course, 
Froggy G, the frog who is a pimp. Awesorm- 
enauts has a weird charm of its own, but 
more importantly, it features some enjoy- 
ably fast and frenetic gameplay you'll want 
to experience online with friends. 


GENRE: SURVIVAL-RPG 
DEVELOPER: THE INDIE STONE 
PLATFORM: PC 

STATUS: IN DEVELOPMENT 


ae i YOU LIKE: CLASSIC SLOW 
ZOMBIES, NOT FAST ONES, 
THEN YOU'LL LIKE THIS GAME. 


fp The development team at The 
Wi Indie Stone seem to be victims 
of their own success. Their still- 

in-development isometric “survival RPG” 
zombie game, Project Zomboid, was made 
available to gamers in a free-to-play flavor 
as Well as a paid one, in part to help them 
fund their development. But hackers found 
an exploit and basically made the game 
free for everyone, prompting the makers 
to release a “tech demo” that was free for 
everyone. There was a bit of an uproar, but 
that in and of itself was sort of a blessing: 
Project Zomboid has already developed a 
very large and robust online community of 
gamers who are intensely anticipating the 
game's final release. 


It's not surprising, as Project Zomboid is 
rooted deeply in classic zombie lore, setting 
you in an unwinnable situation where surviv- 
ing as long as you can is the goal and making 
it out alive an impossibility. It’s about being 
alone and crafting the tools you need to fend 
off the hordes, while occasionally meeting 
up with other survivors to work together. All 
kinds of details about what it takes to survive 
are covered, making the game seem a bit 
like The Sims: Zombie Apocalypse. The devs 
have some pretty firm ideas about how their 
zombie game is going to work, and they write 
about it very intelligently and compellingly in 
their blogs on projectzomboid.com. Go there 
to follow the evolution of a zombie game that 
is managing to get us excited in a world witha 


glut of zombie fiction floating around. 


CLASSIC 
ZOMBIE! 


Hi 


Once you delve into the “scene” 
of indie-game developers, you 

discover some interesting things. 
For one, these people are working outside 
of the traditional publisher system for a 
number of reasons, but mainly because 
they have a vision for their art that would 
probably get lost in the business-minded 
environment of a large publisher. Like 
independent moviemakers, these folks 
are usually iconoclastic, highly creative, 
and intensely dedicated. So it’s great to 
finally see someone tell these individual 
indie stories. Filmmakers Lisanne Pajot and 
James Swirsky take us for an inside look at 
how some of the more interesting game 
makers out there like Jonathon Blow (Braid), 
Phil Fish (Fez), and Edmund McMillen and 
Tommy Refenes (Super Meat Boy) approach 
the craft of making games. Go to www. 
indiegamethemovie.com for more info. 
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QUESTION 


CALL OF DUTY ELITE: 

IS IT WORTH IT, OR IS IT 
ANOTHER WAY TO LEECH 
MONEY FROM GAMERS? 


CONTENDERS 


“GP EDITOR» 
TOM 


PRICE 


GP EDITOR 


PATRICK 
SHAW 


STANCE 


, : TOM PRICE: 


PATRICK SHAW: 


CALL OF OUT 


3 ee tee ee 


ROUND 1 


OW: The issue of whether or not 
Activision was going to start charging 
gamers to play Ca// of Duty online has 
been gripping the interwebs for months 
now. And even though their plan to 
“monetize” or “examine revenue streams” 
is something a lot less insidious than actual 
pay to play, the whole thing leaves a bitter 
taste in my mouth. Is the overall purpose 
of Elite to improve gamers’ experience or 
vacuum money out of our pockets? 


ROUND 2 


+O: Pm all for breaking down your game 
into incredibly fine elements. What Elite 
offers in that respect is pretty intriguing. 
But we've seen stuff like this before—for 
free—like on Bungie.net. What worries 
me more is the excessive amount of 
integration. Do they really expect COD 
players to spend every moment they 
aren't playing to be talking about it, 
sharing clips, and over-analyzing it? Don't 
we have other games to play? 


ROUND 3 ——— 


+O: You're probably right, even though 
that scares me. | like to think people 
explore different horizons with games, 
that they seek out the new and different. 
In reality, many gamers lock on to one 
game or series and immerse themselves 
in it completely. For people like that, this 
will be a great service. But | weep for 
everyone plugging into this thing for 24/7 
COD. |sn’t this how the whole Matrix thing 
started in the first place? 


VERDICT —— 


PAT: Even as a Call of Duty fan, | originally 
wasn't 100 percent comfortable with paying 
for what seemed like a beefed-up version 

of Xbox Live. Whether or not Elite’s going 

to “change the way we play multiplayer 
games,’ as Activision boldly suggests, is 
difficult to forecast. But a lot of what they’re 
offering is truly exciting for fans. Access to 
features designed to actually help improve 
Skills on the battlefield through detailed 
analysis of performance is pretty damn cool. 


PAT: But they’re not catering to the casual 
Call of Duty player at all. If you’re perfectly 
satisfied hopping online with COD for an 
hour or two a couple of times a week, you 
can still do that for free. The folks hungry for 
this level of engagement with future Cal// of 
Duty installments are already out there. Did 
people immediately crap their pants with 
joy when they learned they’d have to pay for 
World of Warcraft? Things are changing in 
the world of console shooters. 


PAT: | hear what you're saying, but the truth 

is that a lot of people don't enjoy games the 
same way game journalists—and even people 
reading this magazine—do. They're not going 
to play everything under the sun. And while this 
may seem like bad news for smaller franchises, 
Call of Duty’s monstrousness means that video 
games are evolving beyond a pastime with a 
shelf life of a few months and into something 
that can be enjoyed year after year. People still 
play chess and Go Fish, so why not Cal// of Duty? 


For falling to Pat’s rational argument, Tom must grudgingly open his wallet to pay for Pat’s first 


year of Cal// of Duty: Elite subscription fees. 


“BRILLIANT ENGAGING 
AND QUITE POSSIBLY 
THE MOST GRIGINAL VAMPIRE MOVIE 
YOU'LL EVER-SEE!” 


. ALLEN, CBS/CW TV & REELZCHANNEL NETV/ORK 


-MARK S 
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; ’ ow —— , VAMPIRES & 
™ THE MOST ORIGINAL VAMPIRE MOVIE YOU’LL EVER SEE!” PRIESTS! 


~ Mark S. Alien, CBS/CW TV & Reelzchanne! Network 


Get the free mobile app at 
http://gettag.mobi 
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TWISTED METAL 


FROM BLOATED, HOMICIDAL CLOWNS TO SKINLESS GRIM 
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For one of its special moves, the Iron 
Maiden opens up its razor-toothed 
maw and vomits out robotic baby 
missiles. 
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BATHROOM BREAK 


Twisted Metal's towering bosses each have 
multiple phases, requiring you to carry outa 
variety of strategies to slowly destroy them. 
Bosses can take up to an hour to beat. 


On top of the reboot’s colorful cast of crazies, the game 
also features grueling boss battles that make fighting God 
of War's mythological monstrosities feel like squashing 

a colony of rolly-pollies with steel-toe boots. 
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+> WE TAKE A LOOK AT TWISTED METAL’S EPIC ENCOUNTER WITH 
DOLLFACE AS SHE CONTROLS THE IRON MAIDEN, A HEAVILY 
ARMORED, 20-STORY KILLER ROBOT BUILT IN HER LIKENESS. 
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Dollface may be sort of sexy 

in a “weird-scary-latex-fetish” 
kind of way...but she’s way 
nuts, and the ruthless manner 
in which she fights reflects 

her deranged mind. She’s 

still pissed at her ex-boss, Mr. 
Creole, for permanently nailing 
a ceramic baby mask to her 
skull. Can ya blame her? 
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\ You can engage bosses with air or land 

‘ vehicles, and both have their tactical 
advantages and disadvantages. But we 

, oy prefer to fight Dollface’s mammoth mech 

with a big-ass bipedal machine of our own: 

Sweet Tooth’s ice cream truck, which can 

turn into a Transformer-like robot, too. 
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During one of the phases of this 
battle, a red ring appears around 
Dollface, defining a perimeter 
you must stay within. This 

forces you to stay close to your 
enormous enemy and stay sharp. 
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eptembers look at what's new and coming soon showcases a number of classic 

video-game friends and foes: BloodRaynes back to turn men into geysers of 

blood, gamings newest fat boy has gravity on his side in Rochard, the terror of 
The Walking Dead, XCOM's aliens impress, Brothers in Arms: Furious 4s Nazi- 
scalpin fun, the immortal, sometimes headless, shenanigans of Neverdead, robbing 
banks with pals in Payday: The Heist, and it’s the way of the sword for Ryu Hayabusa 
in Ninja Gaiden III. 


Rya Hayabusa’s already looking sharp in Ninja Gaiden III. See page 44. 
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INFLUENCE THE GAMING INDUSTRY 
GHAMEPRO  iiscccrcrmons 

EARN FREE GAMES & OTHER REWARDS 

WHILE YOU’RE AT IT. 


YOU’LL BE ENTERED TO WIN ONE OF 3 AMAZING PRIZES! 


1ST PRIZE 10-PACK OF VIDEO GAMES 
2ZND PRIZE 5-PACK OF VIDEO GAMES 
3RD PRIZE 5-PACK OF VIDEO GAMES 


BLOODRAYNE: 


Dr LRAYAL 


After a half-decade in hiding, Majescos arm-bladed, 
blood-sucking babe emerges from her coffin, 
refreshed and ready to feed. 


WORDS BY MATT CABRAL 


an 


ajesco’s sexy, life- 
siphoning dhampir 
BloodRayne has a 
notoriously checkered past. 
| Her two last-gen games aren't 


especially memorable. Her pair : 


| of Uwe Boll—directed films 
are unwatchable. And her 


topless appearance in Playboy... : 


well, that was actually pretty 
awesome. Despite a history 
highlighted mostly by a boob 
shot, the core concept—a half- 
human/half-vampire hottie 
who drains Nazis dry of their 
life juice—is undeniably cool. 
So I couldn't be happier that 
she’s returning in BloodRayne: 
Betrayal, a new look for the 


familiar franchise coming to 


XBLA and PSN. 


Bloody Reboot 


Developed by WayForward 
Technologies (who previously 
did right by Contra 4 and A Boy 
and His Blob), Betrayal shares 
little with its predecessors, save 
for the blade-bearing, blood- 
craving star. A two-dimensional, 
high-definition, side-scrolling 
beat-'em-up, Betrayal’s most 
striking feature is its visuals; a 
hand drawn-styled, pop-off-the- 
screen presentation gives the 
game a rich, graphic novel-esque 
vibe. In addition to sporting a 
look that could’ve jumped right 


off the paneled page, the title 
springs to life with a stagger- 
ing number of sophisticated 
animations—a whopping 4,000 
illustrate Rayne’s moves. 

Of course, none of this is 
wasted on sunshine or lollipops; 
this is BloodRayne, after all, so 
expect plenty of decapitations, 
lopped limbs, and gushing blood 
geysers. Even when Rayne’s 
not opening baddies from brain 
to belly, she’s leveraging the 
game’s eye-pleasing prowess. 
During her idle animation, she 
sensually stretches her slinky, 
leather-clad bod in a cat-like 
fashion. My favorite, though, is 
when she gracefully sips blood 


from a teacup while perched 
on the edge of a life-reviving 
fountain. 


Slice, Dice, Suck 


Betrayal’s sports some equally 
slick gameplay. WayForward’s 
keeping things relatively simple, 
arming Rayne with a few fast, 
effective moves that are all avail- 
able from the get-go. Unleashing 
a barrage of blood and bullets 
behind the agile heroine is a 
breeze, and a powerful dash 
attack packs a double-whammy 
of invincibility and speed. When 
not chopping up baddies like 
beef brisket or filling them full 


of smoking holes, you can also 


drive Rayne’s fangs into their 
juicy jugulars for a quick health 
replenish. But grabbing a quick 
nibble grants an even greater 
reward; it turns enemies into 
time bombs that you can deto- 
nate from a distance—perfect 
for painting the entire screen in 
crimson-colored plasma. You can 
mix and match Rayne’s move- 
set, which also includes some 
wall-jumps and back-flips, for a 
variety of combos and creative 
kills. So while button-mashing 
might get the job done (at least 
early on), exploring the full 
extent of Rayne’s combat range 
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is far more engaging for the eyes 
and the thumbs. 

While I was disappointed 
to discover that I wouldn’t be 
liberating Hitler’s army of their 
entrails this time out, Betrayal 
still appears to pack in an ab- 
sorbing variety of mutants and 
menaces. My time with Betrayal 
was brief, but it was definitely a 
teasing taste that left me raven- 
ous for more. I look forward to 
spilling more blood than a Texas 
slaughterhouse when Betrayal 
lands, like a razor-sharp fang 
through a carotid artery, later 
this summer. 
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“This is a BloodRayne 
game, after all, so the. 
Siiky Smooth production 
plenty of 
decapitations, lopped 
and gushing 
geysers. 


BLOODRAYNE’S C.V. 
(CURRICULUM VAMPIRE) 


The Nazi-neck-sucking hottie 
makes her self-titled debut 
on the PlayStation 2 and 

the Xbox. 


Rayne bears her fangs again, 
but BloodRayne 2 does little 
to leverage its predecessor’s 
potential. The deadly dhampir 
also gets a series of one-shot 
comics and shares the pages 
of Playboy with some other 
sexy cyber-stars. 


Not even a colorful cast—in- 
cluding Meat Loaf and Sir Ben 
Kingsley—could save Uwe 
Boll’s awful BloodRayne 

film adaptation. 


Unknown Natassia Malthe 
replaces C-List star Kristanna 
Loken. Boll directs.BloodRayne 
/l: Deliverance sucks, and not 
in the fun way. 
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WORDS BY GUS MASTRAPA 


here’s anew 

mustachioed man in 

the video-game labor 
force, and he’s not another 
Italian plumber. Meet John 
Rochard, a burly astro-miner 
who just stumbled upon the 
mother lode. When his team 
disappears and space pirates 
swoop in to claim the alien 
ruins he’s discovered, Rochard 
finds himself between a rock 
and a hard place. Armed with 
his wits and the high-tech tools 
of his trade, he has to rescue 
his coworkers and get to the 
bottom of the alien mystery. 
Rochard, played by legendary 
Duke Nukem voice actor Jon 
St. John, may be following in 
a certain platforming legend’s 
footsteps, but he’s got bigger 
fish to fry. And bigger pants 
to fill. “John has a bigger belly 
than Mario,” says Rochard 


Lead Designer Juhana “Hulu” 
Virtanen. The guy is so rotund 
that Virtanen’s team paid 
special attention to his gut. 
“When you animate characters, 
you do it in the bones,” he says. 
“John Rochard has a tummy 
bone that makes the tummy 
wiggle when he runs.” 


The Tools & 
The Talents 


The primary tool in Rochard’s 
toolbox is his G-Lifter—a device 
that bends the forces of gravity 
to his will. That means Rochard 
can change the pull of gravity to 
jump farther or use the G-Lift- 
er’s beam to grab a heavy crate 
and hurl it at a squishy human 
enemy. As the game progresses, 
players will find themselves 
confronted with increasingly 
challenging dilemmas that can 
be solved, sandbox-style, with 


creative exploitation of the rules 
of physics. Senior Level Designer 
Toni Hollming took lessons 
gleaned from creating most of 
the challenges in Trials HD and 
amplified them for Rochard. In- 
spired by the agility of the Unity 
game engine, Hollming was able 
to prototype puzzles as fast as he 
could think them up. In fact, the 
ideas often came too quick. “We 
actually had to turn down our 
capabilities to make interesting 
stuff,’ Hollming admits. 


Small Beginnings 
Rochard’s creators at Recoil 
Entertainment have big ambi- 
tions for their clever little title. 
So why make such a small game? 
“Our original plan was to create 
triple-A games,” says studio 
founder Samuli Syvahuoko. 

But then the financial crisis 

in 2009 happened. “We were 


g 8c ts heavy in an imaginative side-scrolling 
ler that tweaks gravity on the fly. 


forced to basically abandon that 
project—it was just way too big.” 
Switching to a smaller game 
didn’t change Recoil’s big way of 
thinking. Under the guidance of 
creative director Burt Kane, the 
team cooked up a ton of lore for 
their game. “Rochard is not de- 
signed to be just a side-scrolling 
platformer. It’s a universe with 
its own mythologies, characters, 
and plots.” We'll see a slice of 
that world play out in almost an 
hour’s-worth of cutscenes. If Ro- 
chard becomes a hit, Syvahuoko 
says Rochard’s story will con- 
tinue. “We can basically take it 
into any form of entertainment 
or genre,” he says. There’s good 
reason to help make Rochard the 
next downloadable success story. 
The game's imaginative world, 
and endearing protagonist all 
feel like a breath of fresh air in 
the cold vacuum of space. 


Heavy lifting ain't no thing when you're in deep space. 
Rochard’s G-Lifter can grab, move, and hurl crates at the touch of a buttons” 
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Manipulating people is mean. But futzing with heavy equipment can mean 
the difference between li 


Digging Space Rocks 

There’s gold in them thar asteroids. But will 
man ever be able to bring it back? In May 
of 2003 Japan launched the unmanned 
spacecraft Hayabusa to rendezvous with 
the asteroid 25143 Itowaka. The probe 
studied the asteroid and returned in 2010 
with the first-ever such sample returned 
to Earth—tiny grains of asteroid material. 
In 2016 NASA plans to launch a probe to 
intercept with asteroid RQ36 to find and 
return with 2 ounces of fine particles from 
the potentially deadly space rock. 


An WALKING DEAD 


A prisoner, a little girl and oceans of undead 


, 


WORDS BY PATRICK SHAW 


hen people hear the 

word “zombies,” 

they probably don’t 
think “thought-provoking 
entertainment.” But Robert 
Kirkman’s cerebral graphic 
novel series, The Walking Dead, 
has more in common with 
John Steinbeck’s The Grapes 
of Wrath than zombie fiction 
like George A. Romero’s Night 
of the Living Dead. 


Nota Brain-Dead 
Zombie Tale 
The undead, though rampant 


throughout the popular comic 
series, are actually ancillary 

to the human characters. The 
stories of the living survivors— 
and their willingness to band 
together or tear each other 
apart—is what makes The Walk- 
ing Dead resonate with so 

many people. 

Telltale Games understands 
that humanity and relationships 
are at the heart of Kirkman’s 
zombie epic. As the team behind 
story-driven titles like Sam & 
Max, Monkey Island, Back to the 
Future, and Jurassic Park, there’s 


flesh-eaters in anew story you wont find 
in the graphic-novel series or ‘T’V show. 


a reason adapting The Walking 
Dead into a video game was 
given to them instead of devel- 
opers with more of a background 
in shooters or horror. 

“The heart of what we want 
to get to is presenting players 
with those struggles of what’s 
the right choice when presented 
with two equally awful deci- 
sions,’ says The Walking Dead 
Executive Producer Kevin Boyle, 
who obviously has tremendous 
respect for the source material 
they’re drawing from—as well 
as for Kirkman, who’s actively 


involved in the creative direction 
of the new game. 


A New Band 

of Survivors 

Unlike AMC’s well-received 
television drama based on 

The Walking Dead, which is more 
or less directly based on the 
events and characters from the 
graphic novels, the game’s story 
is entirely original. Instead of re- 
hashing the tales of former small 
town sheriff and protagonist 
Rick Grimes, his son, Carl, 


and the rest of the survivors, 


the game focuses on new set 
of characters. 

This might come as a shock 
to fans, but there’s one very 
important reason for this: 
Telltale doesn’t want to you 
know exactly what’s going to 
happen next if you've read the 
comic. Even I was a bit turned 
off by the bold narrative change 
at first, and I even wrote a lazy, 
somewhat misleading online 
headline about the game (“The 
Walking Dead Game Is not Based 
on The Walking Dead”), which 
the game’s lead writer, Sean 
Vanaman, described as “sh*tty” 
to me over Twitter. But he was 
kind of right. 

That the game focuses on 
new characters—Clementine, 


a 7-year-old girl, and a male 
prisoner named Lee Everett—is 
very much in the spirit on the 
graphic novels, which constantly 
throws new faces into the pool 
of survivors in order to keep 
things interesting and compli- 
cated. Telltale says there’s even 
a high likelihood that Lee and 
Clementine will eventually cross 
paths with familiar characters 
from the graphic novels. 

While The Walking Dead game 
is predominantly about the 
stories of human survivors and 
how they relate to one another 
in an apocalyptic viral outbreak, 
this is a story about a world 
overrun by zombies, too. “The 
zombies are no small part of 


this,” Boyle adds. 


LEE 
EVERETT 


a Ss 


Zombie Zombie (1984): 
Hitting the ZX Spectrum in 
1984, Quicksilva’s redundantly 
titled Zombie Zombie is con- 
sidered the very first zombie 
video game ever made. The 
game features a disclaimer 

by Designer Sandy White that 
reads, “Due to strong personal 
convictions, | wish to stress 
that this game in no way 
endorses a belief in the occult.” 
And instead of traditional zom- 
bie defenses, like shotguns 
and axes, players are armed 
with a rifle that shoots...strong 
bursts of air. Take that, Zombie 
hordes! 


XCOM 


Humanity is about to be savaged by some of the most 


= Orlginallooking aliens in fiction. 


WORDS BY PATRICK SHAW 


orld War II is 

over. The GIs have 

returned home 
to their families and Chevy 
convertibles, and Atomic 
Age America is experiencing 
tremendous optimism...that 
is, until an alien incursion 
rips through suburbia like a 
UFO mounted with a trillion- 
megawatt laser. 


America Under 
Attack 
In XCOM’s alternate version of 
the United States during the 
1960s, men and women are 
being slaughtered like cattle, and 
once-quiet neighborhoods are 
transformed into blood-soaked 
battlefields. The fate of human- 
ity lies in the hands of the 
Extraterrestrial Combat Unit, 
aka XCOM. 

2K Marin’s XCOM reboot 
has a number of draws—such 
as being a tactical first-person 
shooter prequel to a beloved 
turn-based strategy series (pre- 
viously spelled X-COM)—but 
the most remarkable thing about 
the game is its alien lifeforms, 
which are unlike anything I’ve 
ever seen in a video game. 

Aliens certainly aren’t an 
original video-game enemy. 
They're in more games than 
not, and oftentimes they lack 
a quality that makes them 


interesting—or even discernible 
from otherworldly creatures in 
other games. 

But the alien menace you face 
in the new XCOM is nothing like 
the little gray men or monstrous 
abominations normally associ- 
ated with fictional extraterres- 
trials. A mysterious race of fea- 
tureless humanoids comprised 
of strange, glowing geometric 
shapes, XCOM’s aliens are some 
of the most imaginative beings 
I've seen in a video game, alien 
or otherwise. 


Enemy Unknown 
Our nonplayable demonstra- 
tion of the game kicked off 
with a team of XCOM agents 
investigating an alien attack on 
suburbia and the disappearance 
of a Dr. Weir, who’s said to be 
one of America’s best minds. 
Upon arriving at a military 
checkpoint wedged in the middle 
of a neighborhood that looks 
straight out of Leave it to Beaver, 
the XCOM team meets their 
first alien, an “infiltrator” 
disguised as a human. Once 
questioned, the alien’s disguise 
cracks and shatters like human 
pottery, emitting a blinding light 
from within and releasing a ter- 
rible shriek. 

The infiltrator’s part of a col- 
lective alien race known as “the 
Outsiders,” a sinister species 


ALIEN EVOLUTION 
A look back at alien incarnations from previous games in the 
X-COM franchise. 


SECTOID 

First appeared in: 

X-COM: Enemy Unknown 
While small in stature, Sec- 
toids have the power to men- 
tally attack X-COM forces. It 
probably has something to 
do with their massive heads. 


LOBSTER MAN 

First appeared in: 

X-COM: Terror from 

the Deep 

These creatures may look 
ridiculous, but they’re a 
lethal enemy you don’t want 
to mess with at close range. 
Just look at those thick, 
meaty claws! 


BRAINSUCKER 

First appeared in: 
X-COM: Apocalypse 

Just as its name suggests, 
the Brainsucker leaps on an 
enemy, jams its trunk into 
their mouth, suckles their 
brain like a Gobstopper, and 
permanently takes over their 
mind. 


i 


bites Pe 
“You're not Rambo,” says XCOM Director | : 
of Development Morgan Grey, noting that 
failing to strategize always results in death. 


who command flying objects 
like rectangular monoliths and 
saucers capable of unleashing a 


devastating beam of destruction. 


XCOM agents can also research 
Outsider technology in order to 
use their weapons against them, 
which is exactly what happened 
during my demo of XCOM. The 
powerful beam from a saucer 
was redirected at the aliens 
themselves, which vaporized 
them instantly. 

There’s also odd terraform- 
ing going on in the world of 
XCOM—tumor-like growths 
called “corruption” that are 
sprouting up everywhere in the 
game. The developer won't 
reveal what these things are, but 
they insist the origin of the ter- 
raforming is integral to the plot. 


The X-Com Factor 
XCOM’s otherworldly invaders 
are undoubtedly the coolest 
thing I walked away from the 
game with, but its inspired 
enemies aren't its sole strength. 
The guts of the game—which 
blends first-person shooting 
with tactical decision-making 
and commanding your squad of 
XCOM agents—are quite solid, 
too. In addition to overtaking 
control of alien crafts, agents are 
also able to slow down time to 
a crawl in order to observe the 
battlefield and carry out orders. 
XCOM’s shaping up to be a 
fascinating sci-fi title that deals 
with alien abduction and UFOs 
in serious, even somewhat plau- 
sible, manner. Expect its arrival 


in spring 2012. 


Find Dr. Weir 


Locate Doctor Weir. 
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1961 

In one of the earliest and most discussed 
alien abduction claims, Betty Hill and her 
husband, Barney, were allegedly taken 

by aliens while driving back from a vaca- 
tion in Canada. After regressive hypnosis, 
psychiatrist and neurologist Dr. Benjamin 
Simon concluded that the Hills were not 
abducted by aliens and brought aboard an 
unknown craft. 


1975 

A logger working in Arizona’s Apache- 
Sitgreaves National Forests, Travis Walton 
vanished for five days after walking up to 

a “luminous object, shaped like a flattened 
disc.” Fellow loggers corroborated his story, 
which was adapted into the film, Fire in 

the Sky. 


1985 

Credibility is always an issue with extrater- 
restrial abduction claims, but accounts are 
much more believable when they come from 
an established writer like Whitley Strieber. 
In his book Communion, he claims that 
while in a cabin in upstate New York, aliens 
performed medical “tests” on him including 
sticking his brain with a long needle and... 
anally probing him. 


1987 

Retired policeman Philip Spencer alleged 
that he was abducted by aliens in Yorkshire, 
England's fog-enshrouded Ilkey Moor, a 
mysterious place surrounded by UFO leg- 
ends. Spencer’s case is particularly notable 
as he was able to snap an immensely blurry 
photograph of one of the aliens, though it 
just looks like a brown stain to me. 


REAL-LIFE XCOM? 

The United States government doesn’t have an official department dedi- 
cated to hunting aliens (at least, not that we know of), but they do have 
the U.S. Air Force Office of Special Investigations that “identifies, investi- 
gates, and neutralizes” threats to the Air Force and Department of Defense 
using special agents. But rumors surround the AFOSI’s involvement in 
otherworldly affairs, including their supposed capture of a shape-shifting 
alien living among us in 1980. The AFOSI is also allegedly behind the 


numerous “Men in Black” sightings around the world. And we don’t mean 
that Will Smith movie. 


Going after the human race is one thing, but ruining such 
a beautiful convertible is just not right. “ 


| —  ¥ @ Shinta Nojiri is involved. He knows a 
thing or two about making games, as he 
directed several Metal Gear titles, includ- 
ing Ghost Babel and the Acid spinoffs. 


2 f It features new music by Cali- 
| a ‘i We fornian thrash metal legends 
Megadeth. ‘Nuff said. 


Not everything in the game is 
monstrous in appearance, such as 
your long-legged sidekick, Arcadia. 


You can rip off your own 
head...which actually has 
some practical puzzle-solving 
applications in the game. 


sa 
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No one enjoys dying in a 

video game. And in NeverDead, 
death is not an option, as 
you re 100 percent immortal. 


NeverDead is a hell of a lot of 
fun, and it will likely appeal to 
fans of action games like Devil 
May Cry and Bayonetta. 


It doesn't take itself too seri- 
ously, which is evident from 
just about everything you see 
in the game. 


Rinemres) 9 yeasonsyou should 


WORDS BY PATRICK SHAW 


everDead is one f***ed up game. And as soon as you pop it into 

your PS3 or Xbox 360, you'll know what I’m talking about. Its 

adversaries—like the “birdie,” a cherub statue jammed into the neck 
stump of a varicose vein—covered naked corpse with wings and M-16s for 
feet—are ingeniously grotesque. And its hero, Bryce—an immortal who can 
still fight even after all of his arms and legs are cut off—is the antithesis of 
the clean-cut, male model-like protagonists we see in countless games. 

NeverDeaa’s perverse sense of humor gives you the sense that its designers 

just said to themselves one day: “Let’s make a crazy-ass action game where there 
really are no rules.” And in today’s world of endless blockbuster video-game 
sequels and safe bets, this kind of unfiltered creativity should be applauded... 
especially if it’s as hysterically amusing and fun to play as NeverDead is. 


As Bryce, you have a variety of weapons 
at your disposal, including not just guns 
but things built to stab. 


Its creatures are awesome, like these mis- 
shapen beasties called “puppies.” 


eee: 


BRO LAERS IN ARMS: 


PLAYSTATION 3, 


XBOX 360, PC 


FURIOUS 4 


Brothers in Arms retums (sort of) with a twisted tale full of 


ball-shocking, Nazi-scalping fun. 


WORDS BY MATT CABRAL 


f the thought of slogging 
| through another World 

War II shooter sounds 
about as appealing as snacking 
on hardtack in a foxhole, 
Gearbox Software's Brothers in 
Arms spin-off, Furious 4, may 
be just what the field medic 
ordered. Despite the “Brothers 
in Arms” moniker, this fresh 
approach to the aging franchise 
doesn’t have you storming 
Omaha Beach or recalling 
serious historical moments like 
the ones in Saving Private Ryan 
or Band of Brothers. Instead, 
Furious 4 borrows far more from 
Quentin Tarantino’s stylized 
Inglourious Basterds than 
anything Spielberg has ever 
committed to celluloid. 


4’s Company 

Featuring a quartet of over-the- 
top personalities with the sole 
mission of murdering Adolf Hit- 
ler, Furious 4 wears its historical 
inaccuracy like a badge of honor. 
The Gearbox developer steering 
my demo described it as a sort 
of “tall tale” take on WWII. The 
four Hitler-hunters, which you 
can play in local splitscreen or 
online co-op, possess their own 
strengths defined primarily by 
the nontraditional weapons they 
wield. Brit bloke Stitch enjoys 
zapping goose-steppers in the 
swimsuit area with an electrici- 
ty-laced melee device; Montana, 
a big burly dude, turns the Third 
Reich into Swiss cheese from 


behind a chain gun; Mohawked 


Native American Chock plants 
hatchets between the eyes of 
anyone “heil”-ing Hitler; and 
Crockett, a tough-talking Texan, 
brands his targets with a red-hot 
iron shaped like his home state. 
While the character roster 
reads like narration over a 
cheesy movie trailer, it’s easy to 
appreciate Gearbox’s bizarre, 
balls-out direction when you 
witness the ragtag bunch in 
action. Adopting a visual style 
landing somewhere between 
realistic and stylized, Furious 4’s 
vibrant characters and environ- 
ments will likely draw more 
comparisons to Borderlands 
than Call of Duty. The demo | 
witnessed unfolded in a small 
German town in the midst of 
an Oktoberfest-like celebra- 
tion; zeppelins glided overhead, 
colorful lights decorated build- 
ings, and a giant Ferris wheel 
spun in the background. The 
armed-to-the-teeth protagonists 
soon crashed the party, and 
before long the Ferris wheel was 
engulfed in flames and rolling 
down Main Street. Before that, 
I watched them dispatch hordes 
of drunken Nazis with plenty 
of gore-soaked style to spare, 
using flamethrowers to barbecue 
some baddies and a chain saw 
to free them of their intestines. 
My favorite was Montana’s bear 
trap, which when outfitted with 
grenades made for an especially 


grisly kill. 
Slay With Style 


On top of treating me to one of 
the crazy-coolest kills I'd seen 
since Bulletstorm, this explosive 
steel trap also hinted at the 
game's RPG-like upgrade system. 
Apparently, XP allows particularly 
sadistic players to fashion all man- 
ner of Nazi-torturing devices. The 
bad guys have a few tricks tucked 
into their swastika-emblazoned 
uniforms as well. What German 
beer-fest would be complete 


without a few jetpack-wearing 
Nazis and a boss baddie with a 

big shield and bullet-absorbing 
armor? No, you won't find these 
more challenging adversaries in 
any history book, but they ably 
complement the cheeky vibe Gear- 
box is going for. 


Will Baker be back? 
Gearbox promises 
return for BIA’S 
original star. 


Don't go looking for Sergeant 
Matthew Baker and the 101st 
Airborne Division in Furious 
4. They’re on leave while the 
Nazi-massacring stars of this 
latest Brothers in Arms steal 
the spotlight—and cover it in 
blood. Gearbox assures fans 
that the studio is absolutely 
not done telling Baker’s more 
historically friendly tale. And 
who knows: If Furious 4’s 
formula is a hit, maybe Baker 
will be back with a bear trap 
and chain saw. 


WORDS BY TOM PRICE 


bviously, we at 

GamePro don't 

condone behavior 
like robbing banks. Despite the 
romantic vision put forth in 
such heist flicks as Ocean’s 11 or 
The Italian Job, robbing a bank 
in real life will easily get you 10 
to 20 in stony lonesome—or 
even worse, a face full of police 
bullets. That’s why we like video 
games; they let us play out 
dangerous fantasies in a safe, 
virtual way. Payday: The Heist, 
from Overkill Software and 
Sony Online Entertainment, 
lets us do just that, and it gives 
some handy tips on just how to 
pull off the ultimate heist. 


HIDE YOUR FACE 
WITH DISGUISES 


All great robbers wear a disguise, 
whether it’s the face-painted 
crew from Dead Presidents or the 
Hamburglar. So cover up that 
face if you're smart, either with 
some stylish sunglasses and 

a soon-to-be shorn mustache 

or a snazzy clown mask that 
comes in an assortment of 
custom paint schemes. There are 
security cameras and witnesses 
everywhere that you don't want 
seeing your mug. It’s the well- 
dressed criminal that gets the 
attention of the ladies (at least, 
the ones on the SWAT team). 


BRING SOME 
FRIENDS 


Anyone trying to pull off a heist 
by themselves has a fool fora 
partner. In Payday, the whole 
point is to coordinate with a 
team to make the heist happen. 
It’s not just about overwhelming 
numbers, but a squad that com- 
municates and takes on different 
roles, like safe-cracking, fending 
off the cops, and minding the 
hostages so they don’t escape. 
Teammates can also revive one 
another and resupply cohorts. 
Whether or not you want 

to call each other Mr. Pink or 
Mr. Blonde is up to you. 


CARRY THE 
RIGHT TOOLS 


This isn’t some little neighbor- 
hood branch you're knocking 
over here; the bank heists in Pay- 
day are large-scale, well-protect- 
ed vaults that take some serious 
cracking. So bring serious tools, 
like electronic safe crackers, 
explosives, and hacking tools for 
the security systems. You'll need 
to keep an eye on that stuff, too, 
because things jam or need to 

be reset, sometimes right in the 
middle of a firefight. Balancing 
those tasks with others involv- 
ing the cops and hostages is 
what defines a gang leader. 


PACK HIGH-POWERED WEAPONRY 


The cops have big guns, so you better bring some, too. If all you 
have is a tiny SMG, take an assault rifle off that SWAT guy you 
just took out in the lobby and start tearing up some Kevlar. 


KEEP AN EYE ON YOUR HOSTAGES 


Captives can escape, and once they do, there’s nothing you can 
do about it. The best reason for keeping them around is not as 
human shields but as bargaining chips. When one of your guys 
gets captured, you can trade a hostage for him with the police, 
provided your negotiation skills are on point. 


Put your hands in the air, and 


do not wave them around like 
you just don’t care. 


WATCH THE EXITS 


The banks in Payday are large facilities, with plenty of entry 
points, and the cops aren't afraid to use any of them. Make sure 
your team is covering all of them so Johnny Law doesn’t get the 
drop on you. Keep your eye on those skylights, too. SWAT loves to 
rappel. But make sure your other dudes are concentrating on the 
important part: Getting that money. 


One more person calls mea 
clown and rent-a-cop gets it! 


Payday’s six heist scenarios provide more 
variations than just the Die Hard-esque action 
of taking down a huge Federal Reserve bank. 
Other scenes include taking down an armored 
Car, infiltrating a top-secret installation, and 
blowing the roof off a building to extricate a 
Safe by helicopter. All of these scenarios are 
still built around the core gameplay mechanic: 
Working together with a team of friends to 
make the big score. 
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NINJA GAIDEIN II] 


The Katanais aninjas best friend 
WORDS BY PATRICK SHAW 


n 14th century Feudal 

Japan, ninjas were known 

to maim and kill enemies 
with an array of weapons such 
as shurikens, daggers, chains 
attached to sickles, makeshift 
grenades, and even hollowed 
out eggshells filled with a 
blinding powder. The katana, 
however, is widely believed to 
be the ninja’s weapon of choice. 
And that’s largely why Ninja 
Gaiden III is all about the 
ninjas sword. 


Live by the Sword 
“We researched the move- 
ment of the katana,” explains 
Ninja Gaiden III Director Yosuke 
Hayashi. “There are many styles 
and ways to use the traditional 
Japanese katana, so we spent a 
lot of time looking at this. With 
Ninja Gaiden III, we decided we 
had to focus on the katana.” 
Hayashi adds that the design- 
ers even practiced swinging a 
katana in real life in order to 
understand the fundamentals 
of the blade. “Though we didn’t 
use true, sharp katana,” Hayashi 
says, laughing. 


And when you play as Ryu 
Hayabusa in Ninja Gaiden III as 
he slices through the air and the 
flesh of his enemies with the 
finesse of a figure skater, it’s 
clear that Hayashi isn’t lying. 
Even though you're slashing 
through the bodies of countless 
enemies, there's a certain grace 
and fluidity to the way you move 
with your katana. 


When Flesh 
Meets Steel 


Ninja Gaiden III also changes 
what happens when you strike 
enemies with your sword. In the 
previous game, you could bru- 
tally dismember and decapitate 
enemies with ease, turning levels 
into Chuck E. Cheese ball-pits 
filled with spurting limbs. “It’s 
really hard to cut through flesh 
and bone, through another hu- 
man being,’ Hayashi says, mat- 
ter of factly. “We thought about 
things more realistically this 
time. Your enemies are human 
beings, not just objects.” 

The gore’s been toned tone 
considerably, but it’s still intact. 
Cutting through enemies results 


in gushing, bright red arterial 
sprays—an effect that contrasts 
nicely against the London 
backdrop where Ryu takes on an 
army of terrorists at night. The 
origins of Ninja Gaiden IIIs ter- 
rorists are presented in the new 
game as a mystery, but Hayashi 
says that players will learn who 
exactly they are as they progress 
in the storyline. 

It’s extremely early—Ninja 
Gaiden III isn’t even slated to 
hit until next year—but the 
game's already shaping up to be 
the sharpest entry in the long- 
running ninja series. 


The Basics of the Katana 

At exactly 23.6 inches long, the traditional 
Japanese katana is forged using a special com- 
bination of carbon steel called “Tamahagane.” 
The blade’s sharpness makes it incredibly 
deadly, and it was used in combat as recently 
as World War Il, during which Japanese sol- 
diers would often behead prisoners of war 
with the katana. 


1. You carry your katana on 
your back to get maximum 
Slicing arc when unsheathed. 


2. Throwing daggers are 
crucial for crippling far range 
enemies. 


3. The streets of London are 
rife with things that want to 
kill you. 


4. Your “cursed” right arm 
looks icky...but it allows you 
to unleash some devastating 
supermoves. 
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hese two imaginary gamers, 

David and Samantha, both guide 

their avatars through virtual 

worlds where they converse 
with nonplayer characters, nose around 
the environment to find and examine 
objects, and consult inventories and 
journals to keep track of their active 
quests. An experience common to many 
who play games. 


TWO DIFFERENT GAMES 
The other important difference between 
David and Samantha is what happens 
when they save and quit. This is because 
David is playing L.A. Noire, the action/ 
adventure game from Rockstar and Team 
Bondi that has him pretending to be 
a detective in 1940s Los Angeles. All 
he’s got on the line is an evening's 
worth of entertainment. 

Samantha, on the other hand, 
isn't even playing a game. She's 
taking a test, and what’s on the line 
for her is a real job as a critical care 
nurse. In addition to being a little 
fun, the developers of her simulation 
designed the experience to explicitly 
test whether or not she has the inter- 
est, knowledge, and good judgment 
necessary to succeed in the real job. 


illustration by Andrew Yang 


Samantha's game is an 
example of the latest in a 
growing industry where 
industrial-organizational 
psychologists are building 
game-based testing and 
training experiences for 
the workplace. And while 
nobody is going to get hired 
because of that one totally 
sick killstreak he got going 
in Call of Duty: Black Ops, 
the authors of these hiring 
tools are looking directly to 
the gaming industry 

for blueprints on how to 
make them equally im- 
mersive, instructive, and 
attention-grabbing. 


Gl x) THE SCIENCE OF WORKPLACE GAMING 


VIDEO GAMES AS 
REAL-WORLD TRAINING 


If ‘normal’ games played a role in hiring people for jobs, here's 
What we think would be some good matchups: 


MASS EFFECT 


BIOSHOCK 


DEAD RISING 


INFAMOUS 


: GAMERS WANTED 

' Let’s say you're interested 

' in becoming an engineer 

| officer for the Royal British 
: Navy. It happens. Besides 

: viewing a job posting, you 

: might download the Navy’s 
: official iPhone app and try 

: your hand at a variety of 

: mini-games related to the 

| job. You might recognize the 
: first “rearrange the pipes” 

7 mini-game if you ever tried 
: to hack something in Bio- 

: Shock. While teaching you 

| that such a job requires at- 

' tention to detail and critical 
: thinking, the app borrows 

: many tropes from games, 


DRAGON AGE 2 


ELEVATOR OPERATOR 


_ FEDEX COURIER 


PHONOGRAPH OPERATOR 


SUPER MEAT BOY 


MALL RETAIL STORE MANAGER 


‘BUTCHER 


ELECTRICAL ENGINEER 


; such as high scores, sharing 
' with friends, and unlocking 
' additional bonus levels. 


Other companies have 


: taken the idea of games 

: as recruiting tools even 

: further. One of the most 

: elaborate is by the cosmet- 
: ics company L'Oreal, which 
: created a point-and-click 

- adventure game in which 

: job-seekers play the role of 
' anew management trainee. 
: Players move through the 

: company’s offices, get as- 

' signments, navigate dialog 
' trees, and pick up items 

' to add to their inventory. 

» Occasionally, one of the 


: nonplayer characters de- 

| scribes a common workplace 
| dilemma and asks how 

: to deal with it. There are 

' even alternate reality game 

: moments, like when your 

: boss asks you to pop open 

: another browser window 

' to search the Internet for 

: information on LOreal’s 

_ history in order to ace a quiz 
‘’ and unlock access to new 

' rooms and characters. 


“When people are visiting 


a corporate career website, 

' there are now often many 

| things that they can engage 
: in to learn about the brand 
: or the company,” notes 


Charles Handler of assess- 
ment consulting company 
Rocket-Hire.com. “This 
is..before peopletbecome 
applicants, but you're go- 
ing to collect their contact 
information and bring them 
into your world.” 


BAITING THE HOOK 
This benefits recruiters 
because psychologists have 
long known that when we’re 
engaged and interested 
in something, it’s easier 
for us to learn all about it. 
What’s more, we want to 
learn about it. University of 
Florida’s Katherine Wilson 
and her associates recently 
reviewed the scientific 
literature and found that 
training and learning pro- 
grams were more successful 
when they were imbued 
with game-like character- 
istics such as fantasy, chal- 
lenge, feedback, exploration, 
goals, and control. “When 
informational content 
combines with the appropri- 
ate gaming characteristics, 
the combination of the two 
elicits a motivated learner.” 
If you want to teach people 
_ about a job opportunity, a 
game trumps a bulleted list 
everytime. | 

But some compéanies are 
starting to see the poten- 
tial for taking games even 
further and using game-like 
activities to test candidates. 


GAMING THE TEST 
Fans of Mass Effect 2 may 
remember when they were 


: tasked with steering Com- 
- mander Shepard through 
: a tricky conversation with 
: the alien doctor Mordin, 

3 7 exploring the physician’s 
: role in the bio-engineered 
? near destruction of an 
| entire species. Players are 
: free to choose from several 
: different options as to what 
: to say in that conversa- 
' tion, and those choices can 
: suggest a lot about a player. 
: This video-game interac- 
: tion is, in fact, similar to 
' what’s known as a “situa- 
: tional judgment test” where 
: prospective employees are 
: presented with a sticky 
: workplace situation and 
: asked to indicate how they 


“Simulations, which are 


: representations of a job, 

: are the best way to evaluate 
: someone’s potential abili- 

: ties.” notes Rocket Hire’s 

: Handler. “It gives them an 

: Opportunity to show what 

: they can do and gaming is 

' even one step beyond that.” 
: At Shaker Consulting Group 
: psychologists develop 

: “Virtual job tryouts” where 

: those wishing to become, 

' for example, a manager of a 
: Lowes Home Improvement 


: store are asked how they 
: would deal with a particu- 
: larly clueless employee 

: who can’t seem to do any- 


' thing right. 


Though the choices for 


: dealing with the situation 
: aren't quite as blatantly 
: good vs. evil as in many 


_66The moment job applicants 
forget they are being assessed... 
_is the moment when the most 

accurate measurement begins.99 


—Michael Fetzer, director of advanced assessment 
i technologies at consulting firm SHLPreVisor 

: would handle it. : role-playing games, they’re . 
: : still informative and test 

: data can be used as starting 

: points for later interview 

: questions. “Invite job 

: seekers to play and learn 

: something about them,” 

: says Shaker Vice President 

| Joseph Murphy. 


Again, this idea is that 


| playing games can (ironi- 

: cally) elicit more genuine 

: responses. “The moment 

: job applicants forget they 

| are being assessed because 

: they are so immersed in the 


: game or simulation is the 
: moment when the most ac- 
: Curate measurement begins 
: to take place,” says Michael 
: Fetzer, the director of, 

: advanced assessment tech- 
: nologies at the consulting 
: firm SHLPreVisor. “They are 

: showing their ‘true charac- 
: ter’ rather than responding 

: through any sort of filter 

: they might typically use in a 
: less immersive process.” 


INEVITABLE'SEQUELS 
' And this is all just the begin- 
: ning. “In the neat future, we 
: will start to see an increase 
: in the use of game-like as-. 
: sessments as complements 
: to more traditional assess- 

' ments” says Michael Fetzer. 
: Acing a simulation for call 

: center reps, for example, 

' requires multitasking, jug- 

: gling information streams, 

: and an action-per-minute 

: metrics that would impress 
: competitive Starcraft II 

: players. Those skillsand - 

: general familiarity with the 
: tropes of gaming might just 
: help land you a dream job 

' someday—though it helps 

: to be qualified, too. G 
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ALIENo 


OLONIAL 
MARINES 


The Aliens game we've been 
waiting 25 years to play. 


Mee 


Words by Tom Price 
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aybe you 

haven’t been 

keeping up 
on current events, but 
Aliens: Colonial Ma- 
rines’ showing at E3 
this year totally kicked 
the ass of everyone 
who saw it. Developer 
Gearbox Software 
pleasantly surprised 
many of us who had 
written the game 
off—or even outright 
forgotten about it— 
with a demo that not 
only looked like one of 
the hottest things at 
the show, graphically 
speaking, but more 
importantly appeared 
to be the Aliens game 
we've been waiting 
for since 1986 film. 


“I’ve been stealing from Aliens for 
years, so it’s great to finally be working 
within the fiction,” says Gearbox CEO 
and cofounder Randy Pitchford. 

It’s true, and the reason Pitchford 
can get away with saying that without 
being served with a subpoena by 20th 
Century Fox is that all gamemakers 
have been stealing from Aliens for years. 
Even though the concept of the “space 
marine” was popularized by Starship 
Troopers author Robert A. Heinlein, 
James Cameron’s grunts are closer to 
the archetypes used in video games. 
Look at the USCM weapon loadouts 
and equipment, all commonplace in 
sci-fi shooters (gotta have an assault 
rifle, gotta have a shotgun, etc.). And 
then there’s the attitudes: simultane- 
ously gruff and hilarious. Aliens is like 
the source material for every modern 
videogame shooter set in a near-future 
sci-fi environment. 

Pitchford made his comment as he 


_ began the game’s E3 demo, but any 


notion of this being simply inspired by 
Aliens quickly got sucked out of the air- 
lock. This game Aliens, even if it lacks 
Ripley, Hicks, and Bishop. The look, the 
tension, the attitude, the action— it’s all 
here, and it’s ready to rock and roll. 
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STOP YOUR GRINNIN’ 
AND DROP YOUR LINEN 


If Gearbox pulls off what their 
demo suggests, they may have 
done more than make the de- 
finitive Aliens game—they may 
have made a more fitting sequel 
to Aliens than Alien 3 or Alien: 
Resurrection ever did. Rooted 
firmly in the Aliens canon, 
Aliens: Colonial Marines takes us 
back to the planet LV-426 and 
back to the colony of Hadley’s 
Hope, where Ripley and the 
team of Space Marines failed to 
rescue—or even find, save one 
little girl—the colonists who 
found the Xenomorph hatchery. 
You go back in (in the pipe, five- 
by-five) with a team of Colonial 
Marines, who may have new 
names but haven't lost the ass- 
kicking attitude. 

The game is set after the 
events of Alien 3, but before 
Alien: Resurrection, because “it is 
just too far in the future to fol- 


The Aliens Game 
We've Been Waiting 25 | 
Years to Play 


low up on,” says Brian Cozzens, 
the minister of art at Gearbox. 
As a part of a USCM squad, 
you re dispatched to follow up 
on what happened to the U.S.S. 
Sulaco as well as what trans- 
pired on Hadley’s Hope. The 
section of the game Gearbox 
has showed off focuses on that 
locale, though many more fa- 
miliar areas are promised. Still, 
I can’t help but wonder how 
anything was left after a cloud 
of vapor the size of Nebraska 
supposedly enveloped the place 
at the end of Aliens. 


IS THIS GONNA BEA 
STAND-UP FIGHT, SIR, OR 
ANOTHER BUGHUNT? 


A crucial element of getting the 
fiction right—aside from all the 
right terminology, weapons, 
and other various recognizable 
equipment like motion trackers 
and pocket welders—is captur- 


FUTURIST SYD MEAD: fas 


THE MAN BEHIND 
ES 
TO SHOW US MORE 
OF THE SHIP. 


52 // SEPTEMBER 2011 


Syd Mead refers to science fiction as “reality ahead of schedule,” which seems to make sense when you 
see some of the designs the noted futurist has created for some of our favorite science-fiction movies. 
In addition to designing the U.S.S. Sulaco for the original Aliens, he’s also responsible for the conceptual 
look of Blade Runner and he designed the light cycles in Tron—some of the most oft-emulated images 
in sci-fi. For Aliens: Colonial Marines, Gearbox’s developers consulted with Mead on what the previously 
unseen parts of the Sulaco might look like so that they could create levels in other parts of the ship. 
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Can you imagine waking up out of a deep sleep to these ugly bastards? 
/ j 


THE WEAPONS OF ALIENS: COLONIAL MARINES 


M240 INCINERATOR| | | 


This flamethrower is crucial for clearing 
out large fields full of egg sacs or just 
driving back large hordes of advancing 
Xenomorphs. It also comes in very handy 
in close-quarters action, when the aliens 
are close enough to spill acidic blood on 
you if you blow them up with explosive- 
tipped shells. 


M41A PULSE RIFLE | ||| 


Ten millimeter explosive tip caseless (a 
standard light armor-piercing round) 
with over-and-under 30 millimeter pump 
action grenade launcher: It’s the standard 
battle rifle of the USCM. You'll come to 
rely on this gun like it was a security blan- 
ket. And the grenade launcher? You do 
want to mess with that. You can handle it. 


M56A1 SMARTGUN| | 


The USCM’s standard soldier-mounted 
machine gun isn’t just capable of firing 
off bursts of heavy ordinance—it can also 
shoot guided projectiles at a target, mak- 
ing its suppressive fire a whole lot more 
precision-based. Made famous in the 
movie by Pvts. Vasquez and Drake, this is 
one of your more robust damage-dealers. 


| wanna introduce you to a personal friend of mine.... 


GAMEPRO.COM 


UA-571C SENTRY GUN]. 


If you haven't seen the director’s cut of 
Aliens, then you may not be familiar with 
the automated sentry gun that played a 
role in one of the more terrifying scenes 
in the movie. Basically, it’s an automated 
turret, with a limited weapon supply, and 
it’s available to your Colonial Marines in 
the game. 


M4A3 PISTOL | | 


It's nice to see that even 160 years in the 
future, our boys and girls in camo will still 
be carrying a classic and reliable sidearm 
like the M4A3. It may be your last defense 
when you run out of pulse rifle rounds, 
but a few well-placed shots with it will 
still take down.a charging Xenomorph. 
Well, the smaller ones, at least. 


SHOTGUN | | 


It always comes back to the shotgun. This 
most primitive of firearms may seem like 
a last resort, but when you're confronted 
with a room full of angry Xenomorphs, 
nothing gets your point across more 
democratically than a spray of buckshot. > 
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| . he’ same e funny spirit of ie 


movie. It may be a coping aN, 
anism for these battle-hardened : 


marines (I can’t imagine the 
kind of PTSD you get from > 


_ fighting: never-before-seen aie: 
_\ waces), but the Colonial Marines © 
of the movie, especially Bill Pax- 


ton as Pvt. Hudson, are quite — 
hilarious with their one-liners, = 
You'll see it early in the game, | 


too, when you get knocked out _ 
after a crash landing, andafter — 
coming to, one of your buddies © 
asks you how many fingers he’s 
holding up. You answer with 


yom middle one. 


66 THEY MAY HAVE 
DONE MORE THAN» 


MAKE THE DEFINITIVE 


ALIENS GAME; THEY 


MAY HAVE MADE A 


BETTER SEQUEL TO 


ALIENS THAN ALIEN 3 
OR ALIEN: RESURREC- 


TION EVER DID. 99 — 


Humor is important, but not 


_as much as absolute terror, in 


~ re- -creating the mood and feel 


of the original Aliens. Gearbox © 


seems to be getting that right _ 
as well, relying on subtle things 
like sound and lighting to 


_ convey that sense of impend- 


, ing dread. The steady beep of | 
_ the motion tracker is like the — 


aliens taunting you that they’re 


getting near, and the flickering 


lights cast ominous shadows 
everywhere you look. It’s a 
challenge to create that same 


_ foreboding air in an interactive 


environment, as opposedtoa 


_ fixed camera movie, but based 


on what I saw, Gearbox is get- 


_ ting it right. 


~ LOOK INTO MY EYE... 


Aliens is an action movie, nee) 
one of the definitive ones of 
modern cinema at that. Aliens: 
Colonial Marines is an action 
game, too, and it has all the 


excitement one would expect 


from a game based on the Aliens 
movie. All of the expected 
weapons are here, from the 


pulse rifles to the flamethrow- 
ers, and you can even hop into a 


power loader (with new flame-_ : 


_ thrower attachment) to take 


_ on the bigger Xenomorphs that 
__ will confront you, like the huge, 
_ bull-like “Crusher.” But what r ol 
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‘| The Aliens Game 
|| We've ee inn 25 


O8 | ALIENS: COLONIAL MARINES | 
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WHAT ABOUT 
PROMETHEUS? 


Ridley Scott’s planned 2012 movie started out as a 
prequel to Alien. And then it wasn’t. And then maybe it 
was again. But the latest information is pointing back 
to a movie that is definitely set in the Alien universe, 
and will tell some of the origin story behind the Xeno- 
morphs: Why are they here in our galaxy, where do they 
come from, and just what are they, exactly? Details are 
still incredibly sketchy, but the one rumor that refuses 
to go away is that the “space jockey” —that large fossil- 
ized creature found by the crew of the Nostromo in the 
first movie—is central to the plot. 
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ally should make the experience 
feel complete is four-player, 
drop in/drop out co-operative 
play, a natural choice consider- 
ing the nature of the Colonial 
Marines. As Cozzens points 
out: “You can’t argue that 

the movie Aliens, with all the 
marines and military motif, is 

a perfect reason to introduce 
co-op play. In that film it wasn’t 
just a lone marine against a 
bunch of Xenomorph baddies. 


66 ONE OF YOUR 
BUDDIES ASKS YOU 
HOW MANY FINGERS 
HE’S HOLDING UP. YOU 
ANSWER WITH YOUR 
MIDDLE ONE. 99 


Years to Play 


It was a squad—all buddies— 
against all odds.” 

Even though you won't 
actually be playing as Hicks, 
Hudson, Vasquez and the rest 
of their squad—we all know 
what happened to them—you 
will be playing with a new 
set of seasoned Marines with 
personalities and relationships 
of their own. It will be exciting 
to see what kind of characters 
Gearbox creates for this canoni- 
cal adventure. 

Gearbox’s demo of Aliens: 
Colonial Marines got me ex- 
tremely excited for something 
I didn’t think I was excited 
about anymore. It made me go 
watch the movie again for the 
first time in a long time, which 
got me looking forward to this 
experience even more. The 
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The Aliens Game 
We've Been Waiting 25 


ese 


WHAT ABOUT THE Wii U? 


Gearbox is staying relatively mum on how they’re going to use 
the Wii U’s controller screen in that version of the game. But 
that’s probably because they’re not totally sure themselves. 
“One of the cool things that we have played around with is 


using the controller as the motion tracker” says Gearbox 
Minister of Art Brain Cozzens. But what else could one use 
the controller’s screen or motion controls for? Welding doors? 
Operating the sentry guns? Hacking consoles? Driving the 
dropship or maybe even the APC? The possibilities for clever 
applications of Nintendo’s new tech abound. 


history of video games built 


_on the Alien franchise is a long 


and depressing one, probably 


- saying something salient about 


the poor state of movie-licensed 
games than about the Alien 
franchise. But Aliens: Colonial 


- Marines could change all of 


this and give the movie that 
has done more to inspire video 
games, the chance to finally be 
done right by one. In tone, in 
look, and in attitude, Aliens: 
Colonial Marines seems to be 
the Aliens game we’ve always 
wanted to play. @ 


i’! ft 


® > HISTORY OF ALIENS IN VIDEO GAMES . ¥ 


When it comes to video game franchises built off of movie licenses, it’s a long and checkered past for the Alien movies. Here’s a far from 


complete list of some of the attempts made over the years to capture that Xenomorph-killing action in games. 


1982 

ALIEN (ATARI 2600) 

The first official game based on 
the license for the 1979 movie. 
Basically, it’s a Pac-Man clone 
in which you must navigate 

a maze to escape the Xeno- 
morphs that are chasing you. 
Actually, this seems like a 
pretty astute gameplay transla- 
tion of the first movie's plot: 
avoid death. 


1984 

ALIEN (COMMODORE 64, 
ZX SPECTRUM) 

While a lot of the earlier Alien 
games were rather simple 
affairs (side-scrolling shoot- 
ers were the de facto genre for 
licensed games based on action 
movies, it would seem), this 
game for the Commodore 64 
and Sinclair ZX Spectrum was 
an adventure title that let you 
play as the entire crew of the 
Nostromo. Name another game 
that lets you play a character 
portrayed on film by Harry 
Dean Stanton. I dare ya. 


1986 

ALIENS: THE COMPUTER 
GAME (COMMODORE 64, 
ZX SPECTRUM) 

Activision was first out of the 
gates with a licensed game for 
the second movie, Aliens, and 


1 Player Using 
Left Joystick Controfer 


therefore creating what could 
be seen as the great-grandaddy 
of Colonial Marines. Like any 
good licensed movie game, it 
featured the characters, well- 
known bits of dialogue, and 
setpieces that hearken back 

to the movie (like the 

dropship sequence). 


1987 

ALIEN 2 (SQUARESOFT) 
This licensed title from 
SquareSoft—pre-Enix and pre- 
Final Fantasy—was originally 
intended for the Famicom but 
never saw the light of day. A 
slightly different version was 
released for the Sony MSX, but 
U.S. fans are most likely un- 
aware that such a thing existed. 


1989 
ALIENS (ARCADE) 


Konami seemed to know what 
fans of Aliens wanted, and that 
was a lot of fast-paced shooter 
action. This side-scroller fea- 
tured two-player co-op (player 
1: Ripley, player 2: Hicks) 

as well as sequences driving 

the APC (which took a more 
“forward-scrolling” viewpoint) 
and manning the power loader. 
Graphically, this game was an 
enormous step up over previous 
Aliens-themed titles. And yes, it 
was essentially Contra. 


1993 

ALIEN 3 (MORE PLAT- 
FORMS THAN WE WANT 
TO COUNT) 

The debut of bald Ripley, Alien 3 
was the beginning of the huge, 
multiplatform movie-license 
game, a concept we have railed 
against for years. These games 
are just a cheap attempt to cash 
in on a movie's popularity, but 
what do you do when the movie 
itself was a bad attempt to cash 
in on its own franchises popu- 
larity? The SNES version wasn’t 
too bad, but the Gameboy ver- 
sion was fairly dreadful. 


1996 

ALIEN TRILOGY (PSX, 
SATURN, DOS) 

Trilogy saw the shift from 
side-scrollers to first-person 
shooters, a natural evolution 
felt throughout the gaming 
industry. While the game was 
fairly derivative of Doom, it 

did attempt to incorporate 
elements from all three movies 
into its plot. It also incorporat- 
ed Duke Nukem-style one-liners 
in, too, for Ripley to throw at 
the aliens. Oh, the 1990s. You 


SO crazy. 


1998 

ALIENS ONLINE (PC) 
While it’s been mostly forgot- 
ten, this online multiplayer 
shooter was rather forward 
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thinking for its day. Players 
could be a Marine or an Xen- 
omoroph and compete against 
each other in one of a number 
of different arenas. It didn’t 
have the online enhancements 
of today, but it was definitely a 
harbinger of things to come. 


2006 

ALIENS EXTERMINATION 
(ARCADE) 

Sadly, this lightgun arcade game 
is one of the only Aliens game 
that doesn’t involve the Preda- 
tor to come out in the last 10 
years. And to play it, you prob- 
ably had to go to one of those 
dingy little arcades at the movie 
theaters. On the plus side, I bet 
a lot of those arcades still have 
the cabinet up and working in 
them right now. 


SO WHAT ABOUT THOSE 
ALIENS VS. PREDATOR 
GAMES? 

For some reason, the Alien 
franchise has been unable to 
escape the Predator franchise and 
their unholy alliance these past 
few years, and here's hoping that 
Colonial Marines will change that. 
Most of the games that mashed 
the two universes together 
ranged from “fine” to “get out 

of here with that noise.” But if 
you had to play one, I'd vote for 
Monolith’s 2001 effort, Aliens vs. 
Predator 2. 


1998-2010 
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HORROR ICON CARPENTER 


ADDS “GAME DESIGNER” 
TO HIS PORTFOLIO 


OF SHOCK AND SUSPENSE. 


ohn Carpenter 
is a horror 
legend. For 
nearly 50 years, 
the man’s given 
life to some of 
the most venerated horror 
films, such as Halloween, 
Christine, and The Thing. 
Some of his cult sci-fi 
flicks, like Escape from New 
York and They Live, are 

_ quite celebrated, too. Now, 
after crafting movies for 
half a century, Carpenter 
is adding game designer to 
his résumé. In a time when 
the health of horror games 
isn’t great—and both 
Resident Evil and Dead 
Space have strayed from 
their roots in order to 
appeal to a broader audi- 
ence—who better to help 
steer the direction of hor- 
ror games than the master 
of terror himself? 


KEEPING HORROR 
GAMES ALIVE 
Carpenter says that it was 
actually the F.E.A.R. series 
that got him involved in 
games. “I was so impressed 
with the first [F.E.A.R.] 
that I did some public- 

ity for that game,” says 
Carpenter, who's recently 
directed the cinematic 
storytelling in FE.A.R. 3. 
“When I was asked to par- 
ticipate in the third one, it 
was an easy choice.” 

Video games and movies 
are, of course, two differ- 
ent narrative forms, but 
Carpenter believes “some 
techniques are common 


66! think the potential for 
games IS unlimited.99 —John Carpenter 


The ultimate in alien terror. 


| SORIA, Ree 


to both,” mainly the way in 
which plot and characters 
are presented to both 
game and film audiences. 
He adds that it doesn’t 
matter if you're sever- 

ing the limbs off Necro- 
morphs in Dead Space or 
watching Jason Voorhees 
stalk his next victim in 


i TES 
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Friday the 13th. “If you 
care about the characters 
in a movie or game, you're 
more likely to be fright- 
ened, shocked, or anxious 
about what happens to 
them,” Carpenter says. 

He adds that the key to 
a potent interactive horror 
experience isn't so much 
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putting scary six-armed 
zombies or baby canni- 
bals into your game as it 

is creating settings that 
instill a genuine sense of 
fear within players. “There 
is a difference between 
creating a sense of dread 
and terror for video-game 
audiences and movie audi- 
ences, he explains. “With 
movie audiences, you have 
them watch a story unfold 
with a three-act narra- 
tive where you can help 
audiences look at a certain 
place through the use of 
camera or effects. With 
video games, the player 
takes part in the action, 
and there is no guarantee 
that the player will look 
one direction or another, 
so it’s more about creating 
a tension- and dread-filled 
environment.” 


THE ESSENTIALS 
OF HORROR 

Horror games are con- 
stantly evolving, but 
Carpenter points out that 
“the essentials of horror 
remain the same” and 
that each new generation 
of filmmakers and game 
designers refresh and 
transform horror. 

What's happening in the 
real world impacts horror, 
too—maybe even as much 
as the people creating new 
tales of terror in games 
and movies. After the ter- 
rorist attacks against the 
United States on Septem- 
ber 11, 2001, we saw the 
rise in a new hyper-grisly 
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Gk | MASTER OF HORROR 


e6We’re a violent country. 
We always have been. We 


embrace our indivi 
and our violence.99\* 


—John Carpenter 


horror aesthetic with 
films like Hostel, Saw, 

and The Hills Have Eyes, 
and more recently with 
The Human Centipede 

and A Serbian Film. And 
the increasing intercon- 
nectivity among games 
has contributed to more 
horror-themed games 
eschewing solo play in 
favor of cooperative multi- 
player. “Real life influ- 
ences reel-life horror, too,” 
Carpenter says. 

As long as there are 
humans on this planet, 
there will always be a 
demand for the spinning 
of new horror stories. And 
Carpenter’s not ending 
his stab at horror games 
with F.E.A.R. 3. “Td love to 
work on another game,” 
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he says, pointing out that 
he’s also a fan of BioShock 
and Dead Space. “I think 
the potential for games 

is unlimited.” Even at 63, 
Carpenter tells me that, 
unlike some prolific horror 
directors that move on 
from the genre, he never 
gets burnt out on the mor- 
bidity of horror fiction. 
“All that death and grim- 
ness you refer to keeps me 
relaxed, open, happy, and 
as prepared as one can be 
for my eventual fate.” 

And he’s not giving it up 
anytime soon. “There are 
lots of tales left for me to 
tell,” Carpenter says, “but 
I could walk away if I hada 
comfortable pair of shoes 
on and a basketball game 
to watch.” @ 
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¢ GAMING INDUSTRY LUMINARIES ON JOHN CARPENTER 


"WHAT WE'RE DOING IN GEARS OF WAR 3 WITH THE 
RAPIDLY MUTATING LAMBENT THREAT...1T'S SAFE TO SAY 
THAT WE'RE ALL FANS OF CARPENTER'S THE THING.” 


—CLIFF BLESZINSKI [LEAD DESIGNER FOR THE GEARS OF WAR FRANCHISE] 


"THE HERD MR. CARPENTER 
INTRODUCES IN HIS MOV- 

IES IS NOT ONLY STRONG BUT 
ALSO ALWAYS HAS SOMETHING 
CHARMING ABOLIT THEIR CHAR- 
AGTER. AS A FAN. | NEVER 
WANT HIS MOVIES TO END. 


—SATOSHI ITO [PRODUCER OF RISE OF NIGHTMARES] 


“JOHN CARPENTER WAS OUR 
HERO IN THE ‘POS. HE ESTAR 
LISHED THE NEW GENRE OF 
"SCI-FI HORROR: HE DID NOT 
"SELL DUT’ TO BLOCKBUSTER 
FILMS. HE PURSUED HIS OWN 
STYLE OF ENTERTAINMENT.” 


—HIDED KOJIMA [CREATOR OF METAL GEAR FRANCHISE] 


VIDEO GAMES BASED ON CARPENTER MOVIES 


_ Obscure, overlooked, and just as wacky as the master of fear’s signature blend of horror and sci-fi. 


THE THING 


SNAKE PLISSKEN’S 
ESCAPE 


(PS2, Xbox) 

Quality: N/A 

When it released: Never! — 
Namco’s game based on Kurt 
-Russell’s gravelly throated anti- 
hero from Escape from New York 
never saw the light of day—but 
_ the character did inspire Metal 
Gear's Solid Snake, hence the 
name they share: “Snake.” 


BIG TROUBLE 
IN LITTLE CHINA 
(ZX Spectrum, Amastrad 


rad 7 CPC, Commodore 64) 
3° Quality: Reviews were 
_4¢ mixed (though it looks like 


absolute butt on YouTube) 
When it released: 1986 
Believe it or not, someone 
actually made Carpenter’s awe- 
somely bizarre Big Trouble in 
Little China into a video game— 
a side-scrolling beat-’em-up 


, where you travel from right to 


left (the opposite of what you 


‘yg. normally do in side-scrollers). 
"Nk — Egg Shen is also playable! 


(PS2, Xbox, PC) 

Quality: Awesome 

When it released: 2002 
Unlike 80 percent of all 

video games based on movie 
properties, The Thing is actu- 
ally worthy of the material it’s 
based on, which also serves as 
a sequel to Carpenter’s film 


. @@ abouta shape-shifting extrater- 
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restrial slaughtering scientists 
in the Antarctic. 


HALLOWEEN 

(Atari 2600) 

Quality: Not so good 

When it released: 1983 

In the game based on John 
Carpenter’s seminal horror 
film, Halloween, you play a 
babysitter rescuing children 
from deranged killer Michael 
Myers. The game features chil- 
dren that can be decapitated 
by Myers and the memorable 
movie theme (Dun dun dun. Dun 
dun dun. Dunt. Dunt. Dun dun 
dun. Dun dun dun.) Carpenter 
composed himself. 


SEPTEMBER 2011 // 61 


-THE NEW- 


DAMING 


OKs 


i 
hy 


NINTENDO, SONY, 
AND MICROSOFT ALL 
CONTINUE TO PUSH 
- THEIR NEW, INNO- 

VATIVE HARDWARE 
FEATURES. THE 
QUESTION IS, ARE 
THESE THE FUTURE 
OF GAMING—OR 
JUST GIMMICKS? 


GP 


The latest functionalities being made 
possible by gaming hardware makers 
are undoubtedly impressive from a 
technical point of view. A few years 
ago we couldn't have imagined that 
the tech would advance enough to give 
motion controls enough precision to 
actually be useful, or that 3D effects 
would be believable enough to carry 
an entire movie or video game. But 
while these technologies have made 
great strides, the continuing dearth of 
games that use these abilities in useful 
or interesting ways forces us to ask the 
question: Are these technologies here 
to stay, or are they just the latest gim- 
micks doomed to fail like the Virtual 
Boy or Smell-O-Vision? 
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WHAT IS IT? Traditional screens 
deliver a flat, two-dimensional image. 
3D TVs and movies give the illusion 
of depth, usually through glasses that 
divide the image between your eyes. 


WHO’S GOT IT? 
Nintendo 3DS, Sony PlayStation 3 


DOES IT MAKE GAMES 

BETTER OR WORSE? 

Very few of the games in the 3DS 
launch window have been called out 
for good use of the handheld’s 3D. 

And while larger-scale games such as 
Uncharted 3 definitely look awesome 

in 3D, the effect doesn’t offer much 
more than some visual razzle-dazzle. 
We haven't really seen any developer 
exploit the gameplay possibilities of 
3D. Maybe it’s the limitation of looking 
into a flat screen with a 3D representa- 
tion inside of it (like some kind of digi- 
tal diorama), or maybe it’s the limited 
cone of suitable viewing that restricts 
the effects to a small group of people 
watching it, but 3D technology seems 
like it has a long way to go before it will 
have anything more than a superficial 
impact on the way we play games. 


HOW COULD IT BE IMPROVED? 
Games need to better exploit that 
perceived depth, opening up new areas 
to explore or objects to interact with 
in ways that are impossible in 2D. 


Either that or just look really cool, like 
Uncharted 3 does. 


THE FUTURE 

Hollywood doesn’t seem to be giving 
up on 3D anytime soon, so gamemak- 
ers probably won't, either—especially 
not with the amount of money being 
sunk into development of 3D TVs. But 
a 3D TV is not the must-have that an 
HDTV is. 
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AUGMENTED 
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WHAT IS IT? 

The capability to combine 
computer-generated visuals 
with real-world images in 
real time. 


WHO'S GOT IT? 
Nintendo 3DS, PS Vita, iOS 


DOES IT MAKE GAMES 
BETTER OR WORSE? 

In the applications we’ve seen 
so far, AR tech looks really 
cool, but its applications have 
been limited. The best we’ve 
seen so far is the PS Vita’s 
Reality Fighters, which allows 
you to take any photo (of a 
field, or, say, of your couch) 
and turn it into a fighting 
arena. The tech is very im- 
pressive when you see it. 


HOW COULD 

IT BE IMPROVED? 

Again, it’s just a matter of 
what developers can think to 
do with it. Once the hardware 
catches up, you could possibly 
have complex interactions 
with the world in real time. 
How awesome would it be 

to play a shooter where the 
enemies were in your living 
room, using your furniture 

as cover? 


THE FUTURE 

Augmented reality is only go- 
ing to continue to invade our 
lives, from games to smart- 
phone technology. With 
better technology, we'll see 

a continuous blurring of real 
and digital environments. 
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3D GAMING HAS NEVER REAL- 
LY IMPRESSED ME BECAUSE 
THE LEVEL OF DEPTH NEVER 
ACHIEVES A “CINEMATIC” 
EXPERIENCE. REMEMBER 
WHEN YOU FIRST WENT TO 
3D MOVIES AND YOU'D SEE 
HANDS FLY OUT AT YOU, AND 
YOU WERE SO CERTAIN THAT 
THEY WERE RIGHT IN FRONT 
OF YOU AND THAT YOU COULD 
TOUCH THEM? WELL, I'VE 
NEVER EXPERIENCED THAT 
WITH GAMING. INSTEAD, 
I’VE ALWAYS SEEN IT ASA 
GIMMICK THAT PUTS CHAR- 
ACTERS IN THE FOREGROUND 
AND EVERYTHING ELSE IN 
THE BACKGROUND, LIKE 
SOME DATED '40S WARNER 
BROS. CARTOON. 


NOTION 


CONTROLS 

WHAT IS IT? 

The “new” method for controlling 
games by flailing your body around is 
hardly new: The EyeToy was doing a 
simplified version of this back in 2003. 


WHO'S GOT IT? 

Most famously, the Nintendo Wii. 
Also: Xbox 360 Kinect and Play- 
Station Move. 


DOES IT MAKE GAMES 

BETTER OR WORSE? 

Despite some early wild successes like 
Wii Sports Bowling, motion controls 
have had a hard time breaking out of 
the casual game corner and making 
an impact on titles that core gamers 
are more into, like shooters and RPGs. 
One of the biggest problems is basic 
movement: You can stand in front of 
their TV and move your arms around 
and have it translate with pretty fine 
precision on the screen, but how do 
you accurately translate something 
basic like walking? Games about danc- 
ing or bowling or just touching things 
floating in the air work because your 
feet are planted on the ground. 


HOW COULD IT BE IMPROVED? 
The key is for developers to stop trying 
to shoehorn motion controls into ev- 
ery type of genre. We all be better off 
if motion-control games and tradition- 
al controller games split off in their 
own evolutionary directions. Maybe 
then we'd see some true innovation. 


THE FUTURE 

Considering how many Wiis that 
Nintendo has sold, there’s no way 
Sony and Microsoft are giving up on 
the potential of that market. But what 
comes after using your body to control 
games? Using your mind? That might 
not be as crazy as it sounds. 
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FACE & VOICE 


CUGNITIUN 


WHAT IS IT? 

The capability of a camera- 
equipped device to recognize 
your face and/or voice to 
identify you and understand 
verbal commands. 


WHO HAS IT? 
Xbox Kinect, iOS 


DOES IT MAKE GAMES 
BETTER OR WORSE? 

We are finally starting to see 
some real applications of the 
technology, and I don’t mean 
using it to search for stuff on 
Bing. The most interesting 
thing Microsoft showed off at 
E3 this year was the capability 
to give squad commands in 
Mass Effect 3, a feature that is 
actually meaningful 

to gamers. 


HOW COULD 

IT BE IMPROVED? 

Peter Molyneux’s “Milo” 
demo at E3 2009 showed off 
some amazing possibilities: 
namely, to have a real con- 
versation with a character 

in a game. Since then we’ve 
seen nothing even remotely 
similar. But the days of voice 
and face recognition are early. 
We expect this one to be a real 
game-changer, especially for 
hardcore games like RPGs and 


other narrative adventures. 


THE FUTURE 

This will be huge for games, 
making them interact with us 
in a more natural way than 
ever before. 
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TOUCHSCREENS HAVE BE- 
COME SO WONDERFULLY 
PERVASIVE THAT I OCCA- 
-SIONALLY GET CONFUSED BY 
PIECES OF TECH THAT DON’T 
USE THEM. THEY'RE LIKE AU- 
TOMATIC DOORS IN JAPAN: 
AFTER YOU COME BACK TO 
AMERICA, YOU FIND YOUR- 
SELF WAITING PATIENTLY 
IN FRONT OF EVERY CONVE- 
NIENCE STORE ENTRANCE 
‘FOR THE DOORS TO OPEN FOR 
YOU. I TAP EVERY SCREEN I 
COME ACROSS, EXPECTING 
(AND WANTING) IT TO REACT 
LIKE MY DS OR iPHONE. 
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SCREENS 
WHAT IS IT? 


Interactive screens that respond to 
your touch. 


WHO'S GOT IT? 
DS, 3DS, iOS, PS Vita, Wii U 


DOES IT MAKE 

GAMES BETTER OR WORSE? 
Touchscreens are probably the most 
proven technology here, having driven 
the wild success of the Nintendo DS 
and smartphones. But most agree that 
it is an inferior input method in terms 
of precise control. Still, many success- 
ful and innovative games have been 
built around it. 


HOW COULD IT BE IMPROVED? 
The iPad is proof that a bigger touch- 
screen is obviously better, giving you 
more detailed control. But we hope 
the Wii U will take some of those ideas 
to the next level. Also, see-through 
fingers would be an absolute boon. 


THE FUTURE? 

Not only are touchscreens not going 
away, they’ll soon be on absolutely ev- 
erything. Your phone, your fridge, your 
toilet (ew, keep that thing clean!). But 
it’s almost a given that the people who 
make games and hardware will find a 
better way for us to input controls. 


TOUCHSCREENS 
MOTION CONTROLS Sammammma 


i or oe | 


LUNI 


WHAT IS IT? 

Using accelerometers, some 
devices allow you to tilt them 
as a form of control input. 


WHO HAS IT? 
iOS, PS3, Wii, Wii U 


DOES IT MAKE GAMES 
BETTER OR WORSE? 
There aren't a lot of games 
that we would prefer to play 
in tilt mode. The response is 
always a bit laggy, and we feel 
kind of dumb rolling around 
our iPhone or Sixaxis control- 
ler in front of people. On the 
other hand, the Wii Balance 
Board is pretty cool, and it 
makes exercise and snow- 
boarding games much better. 


HOW COULD 

IT BE IMPROVED? 
Honestly, we'd like to see this 
mostly go away. And with 
controller-free controls mak- 
ing the inroads that they are, 
it’s probably doomed. Why 
tilt a little plastic thing back 
and forth if you can just do it 
with your body? 


THE FUTURE? 
They will disappear, just like 
Sixaxis controls mostly did. 


VIRTUAL REALITY as 17% 


3D 
LAG-FREE ONLINE GAMING tae 
FACE/VOICE RECOGNITION | 5% 
HOLODECKS 5% 
MIND CONTROL Ml 2% 
DIGITAL INTEGRATION Mm 1% 
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THE REAL SCIENCE OF 


OF WAR 


know that when you’re sinking a chainsaw 
into the flesh of a Locust soldier, you’re 
not really too worried about the science 
behind what’s happening. Gears of War is 
awesome, and we don’t need a bunch of Ph.Ds to 
tell us this. But we got some anyway! We’re tak- 
ing a look at the science behind one of the grit- 
tlest, most brutal franchises in gaming. While 
we couldn’t find any experts to tell us whether 
it’s possible to saw a live human in half with a 
chain saw (people tend to end the conversation 
when questions like that come up), there are 
still plenty of interesting subjects behind Gears 
of War. Join us as we take a look deep under- 
ground the Earth-like planet Sera, investigate 
the biology of the Locust horde, figure out how 
to kill things from space, and much more. 


THE 


HOLLOW 


Deep under Gears of War’s planet Sera is a place un- 
like anything on Earth. The Hollow is an enormous 
set of caverns and the home of the Locust horde. 

Earth has enormous cave systems, but nothing like 
the Hollow. On Earth, the biggest cave systems are 
Mammoth Cave in Kentucky (390 miles long) and 
Son Doong Cave in Vietnam. But these caves pale in 
comparison to the Hollow. We have to look elsewhere 
to find such a formation. 

Saturn’s moon Hyperion is only about 300 kilome- 
ters wide and resembles a sea sponge. Gravitational 
analysis shows that Hyperion has deep caverns that 
run throughout the moon. Hyperion is the largest 
object we’ve seen that looks like this. 

Objects much larger than Hyperion would likely 
get crushed by their own gravity into a dense, spheri- 
cal shape. 


says Dr. Harold Geller, a 
professor of astrobiology and astronomy at George 
Mason University. 


Improbable 


THE 
LOCUST RACE 


The Hollow is home to the Locust. But could the 
Locust actually have evolved underground? 

Little is known about the Locust’s origins, but 
we re pretty sure that they didn't originate under- 
ground. Some creatures have evolved to live in the 
darkness underground, and their biology reflects 
this. Many cave creatures are blind. What good are 
eyes if there's no light? If eyes aren’t necessary, 
natural selection will phase them out. 


says Dr. Richard Harrison, a professor at Cornell 
University’s Department of Ecology and Evolution- 
ary Biology. 


This means the Locust’s relative similarity to 
surface-dwelling creatures indicates they evolved 
somewhere besides the Hollow and then migrated 
there. And since their eyes still work, it’s likely they 
moved there relatively recently. There are theories 
about the origin of the Locust. Some say that they 
migrated to Sera from another planet and went 
underground (which isn't unlikely, as humans would 
most likely live underground on Moon/Mars bases). 

As for their exact origin? We may never know. 


Unknown 


SUBTERRANEAN 


MAMMOTHS 


Gears of War and Gears of War 2 introduced hulking, 
powerful creatures, the Corpser and the Brumak. 
Both emerged from the Hollow with the Locust. The 
Locust use the Corpser to dig colossal tunnels and Bru- 
maks as giant, biological mechs, as they have armor 
plating and often have large machine guns strapped to 
their wrists. 

But could a huge creature evolve in a cave environ- 
ment? Brumaks are estimated at 50 feet tall, and 
Corpsers are even larger. The tight spaces in a cave’s 
structure would make life difficult for them. Could 
they really live underground? 


says Harrison. 

Huge creatures like these would require huge 
amounts of food and energy, which would be virtu- 
ally impossible underground. Life proliferates above 
ground because the sun provides energy to plants on 
the bottom of the food chain, and it spreads out from 
there. Without the sun, the rules change, and nutri- 
ents have to come from elsewhere. 

It’s unlikely that the slow trickle of nutrients from 
the surface world would be enough to sustain a healthy 
population of Brumaks and Corpsers. 


@ Verdict 
Unlikely 


THE MEN OP 
OTHER EARTH 


One of the most bizarre aspects about Gears of War 

is that humans live on another planet. They’re not 
humans, though. This begs an interesting question: 
Could organisms nearly identical to humans evolve on 
another planet? 

It may surprise you to learn that the answer is “yes.’| 
It could theoretically happen, and the chances aren’t 
even all that remote. On Earth we see numerous 
examples of species that are strikingly similar despite 
being separated by an entire ocean. Sometimes this 
is due to a distant shared ancestry. But many other 
times, nature just comes up with the same solution to 
a problem multiple times. 

We don't know how life on Earth or Sera originated, 
but to be playful, let’s suggest that maybe they were 
both seeded with the same building blocks of life. Bil- 
lions of years later, could a segment of their ancestors 
eventually grow up to look alike? 


says Igic. 

It’s impossible to know with certainty that they'd 
evolve in the same way. Evolution contains too much 
random chance. But if their planets were extremely 
similar (as Earth and Sera seem to be), it’s possible 
their organisms would evolve in much the same ways. 


Possible 


WEAPONIZING 
SPACE 


The Hammer of Dawn is a low-orbit satellite capable of 
firing intense beams of energy with great precision. Is 
it possible to weaponize space? The Hammer of Dawn 
is unlikely, as it uses an onboard fuel stash. It’s pos- 
sible, but it’s not a good idea. It costs billions to launch 
fuel into space, and it’s just not economical to refuel or 
rearm a weaponized satellite. 

While humanity has yet to create such a weapon, 
there have certainly been plans for such a device. In 
World War II's aftermath, investigators in Germany 
found evidence of a plan to construct a colossal space- 
borne weapon: the Sun Gun. 

German researchers had it all planned out—and per- 
haps most shocking of all—were dead serious about 
its construction. It was to be part of a massive space 
station orbiting 5,100 miles above Earth (the Inter- 
national Space Station orbits at 220 miles). It would 
include a colossal 3.5 kilometer-wide lens which— 
when focused properly—could boil an ocean or burn 
up an entire city. 

The German engineers who planned the project 
said with complete seriousness that it could have been 
completed in 50 to 100 years. That's a relatively short 
timespan when considering the reward of its Death 
Star-like power. 


Possible 


ASHES T 


ASHES 


In many of the trailers for Gears of War, we see charac- 
ters running for their lives through wasted cityscapes. 
Throughout these cities are the ashes of humans...still 
in the shape of their former selves. It makes for evoca- 
tive promotional material, but is it possible? 

People getting incinerated so rapidly that they 
become an ashen statue while standing up is likely 
impossible. Even in a huge nuclear explosion that can 
generate immense heat, the energy is enough to liter- 
ally rip the person by their atoms, converting them to 
a gas. 

But this doesn’t mean that city-sized explosions 
don't have odd effects. A person’s shadow can be 
permanently implanted on buildings, streets, and 
sidewalks. The immense heat of the explosion can be 
blocked for a moment by a body (or anything, really) 
and create a light, body-shaped pattern. 

Some speculate that large nuclear explosions 
(much larger than anything that has ever been used 
in warfare) could actually turn some bodies rock- 
hard through carbon petrifaction (though the body 
would need to be at just the right distance from the 
explosion’s epicenter). That would be extremely rare, 
however. The majority of deaths in these types of 
explosions come from burns on the periphery of 
the detonation. 


@ Verdict 
improbable 
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FIVE BURNING QUESTIONS THE GAMEPROS STILL HAVE ABOUT 
THE SUCCESSOR TO THE NINTENDO Wii. 


Will It Cost 


a Fortune? Y Y OY 


Nintendo has yet to reveal an official price for the Wii U. 
Previous Nintendo console-launch prices have been reason- 
ably affordable, but Nintendo President Satoru Iwata says 
they can’t charge the same price as the Wii ($250). 


Sas McKinley’s Take: 

w4\¥ AA My best guess is that the Wii U will cost somewhere between 300 
and 350 bucks. The graphics probably won't be much better (if at all) than the 
PS3 or 360, so I see no reason to pay out the butt for it. Its fancy controller 
won't matter much to me if most of the games look a generation behind 

the competition.AW 


Short Version: 


ALMOST CERTAINLY NO... 
UNLESS YOU THINK $300 
IS TOO MUCH. 


What about Stuff 
other than Mario 
& Metroid? 


From Super Mario Bros. to The Legend of Zelda, Nintendo's legacy has always 
been defined by its strong first-party franchises. But the Wii was criticized 
for its lack of “hardcore” third-party titles. Will the Wii U actually squash 
this trend? 


Jazs Take: 

AA The unit certainly has the 
potential to appeal to core gamers— 
but it’s all about the software, and 
we know what happened with the 
Wii: ‘family’ shovelware central, with 
barely a handful of decent games for 
the core. To be honest, I|havemy 
worries: Nintendo wants to sell 
a ton of these...which probably 
means Wii U will have the same 
kind of marketing as Wii...which will 
mean companies making games for 
that target market...which will make 
Wii U actually Wii II. I really hope 
it doesn’t happen that way, but I 
wouldn't be surprised if it did. AX 


Short Version: 


WE DON'T 
KNOW YET. 


Will the 
Wii Us 
Touchscreen 


Really 
Enhance 


Gamins? 


So far, we've seen that you can use 
the touchscreen controller to fling 
virtual shurikens at your TV, to hit 
golf balls with the Wii Remote by 
placing the controller on the floor, 
and act as an additional monitor for 
what’s onscreen. But will any of the 
touchscreen’s implementations go 
beyond the gimmicky? 


SVS Chris’s Take: 

©0® AA actually have high hopes 
for the Wii U touchscreen. Nintendo 
and third-party developers will likely 
develop games that not only let you 
flick, touch, and type on your screen 
but also draw and make more exact- 
ing gestures as well. Oddly enough, I 
see the failed Harry Potter iOS games 
as an inspiration: Players can gesture 
with the touchscreen, casting spells. 
Or perhaps they’ll draw characters 
that they can use in-game. Or maybe 
they'll use the touchscreen to zoom 
in on and manipulate a larger TV 
screen. The possibilities are diverse 
and exciting.@AW 


Short Version: 


MOST LIKELY. 


08o WHATS UP Wii U? 


*GamePro’s 


Most Anticipated 
Wit U Games 


re 4 Battlefield 
= Developer: EA D.I.C.E. 
oy If there’s any franchise that 
can convince gamers of the 
Wii U's capability to power core games, 
it’s Battlefield. Plus, EA Games President 
Frank Gibeau says, “We’ve uncovered new 
ways of playing Battlefield [on the Wii U] 
that I’m really excited about.” 


>» Aliens: 
@ e 
, Colonial Marines 
“a”, Developer: 
Gearbox Studios 
There are a number of reasons why we’re 
excited to play Colonial Marines on the Wii 
U (and not just because it’s on the cover). 
For one, the touchscreen would be perfect 
for tracking alien Xenomorphs via a 
marine’s motion sensor. And just imagine 
performing touchscreen autopsies to 
extract chestbursters. 


Darksiders 2 
Developer: Vigil Games 
a We don’t know anything 
“Sx” ~— about the Wii U version of 
Darksiders 2, which allows you to play as 
Death of the Four Horseman this time 
around. But we do see the potential to use 
the touchscreen in some interesting ways, 
such as puzzle solving. 


Batman: 

Arkham City 
Developer: 

Rocksteady Studios 
Two words: Bat gadgets. Batgets? Either 
way, swiping the Wii U touchscreen to 
toss Batarangs or using the controller’s 
gyroscope to drive the Batmobile would 
be absolutely awesome. 


Ws. 
eer 
il 


mM Lego City Stories 
4 Dev eloper: 
yy l'ravellers Tales 
Unlike other Lego games, this 

one’s not based on an existing franchise. 
And unlike the games on this list, Lego 
City Stories is exclusive to the 3DS and 
Wii U, which means cross-platform play is 


highly likely. 


ah 


The Wii U 
Doesnt Support 
more than One 


, Touchscreen 
Controller? 


Nintendo's stated that you actually won't be able to purchase an ad- 
ditional tablet controller for the Wii U. But they’ve flip-flopped on this, 
with Iwata saying that it’s technically “possible” but they don’t “[plan] on 
asking our consumer to buy multiple Wii U controllers.” So, which is it? 


Kats Take: 

AA Nintendo claims that there will be no need for a second Wii U 
controller, which seems to have garnered negative reactions from some 
quarters. That criticism, however, ignores the fact that the Wii U is also 
compatible with the Wii Remote, and that the Wii U controller is being 
designed around asymmetric multiplayer—i.e., Wii Remotes do one 
thing, while the Wii U controller does another. Add on the fact that a 
second Wii U controller would probably cost more than a hundred dollars 
and only needing one would seem like a blessing. Just don’t break the 
one you ve got. AW 


Is It Truly an 
“Sth Generation” 
Console? 


The Wii U's visuals are unquestionably high-definition, 
but we haven't really seen the caliber of graphics it’s 
capable of delivering, aside from The Legend of Zelda: 
Skyward Sword. Can it compete with the PS3 and Xbox 
360—and more importantly, their successors? 


Wills Take: 

APA! know that the Wii U is a real thing, but as much as I like the 
idea of anew, much more powerful Nintendo console, the house that 
Mario built has hardly offered up much to build faith on. Just about ev- 
erything the Big N’s shown on the Wii U has been either a) prerendered, 
b) a tech demo, or c) footage from the PS3/360 versions of third-party 
titles. Forgive me if I’m not rushing for my pocketbook. AA 


Hands on the 


Wii U Controller 
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87 Age of Zombies 

84 Army of Darkness: Defense 

84 Candy Train 

83 Cartoon Network: 
Punchtime Explosion 

80 Child of Eden 

83 Children of Mana 

85 Companions 

83 Dead of Alive: Dimensions 

88 Dogfighter 

89 Duke Nukem 3D 


81 Duke Nukem Forever 

87 Glo Flo 

78 Hunted: The Demon’s Forge 
79 Infamous 2 

86 iPad iCade 

88 Jamestown: 


Legend of the Lost Colony 
81 L.A. Noire 
82 The Legend of Zelda: 
Link's Awakening 
86 Monster Hunter: 
Dynamic Hunting 
89 Naval Warfare 
78 Operation Flash Point: Red River 
89 Portal 2 
81 Radiant Silvergun 
80 Red Faction: Armageddon 
85 Riptide GP 
81 Shadows of the Damned 
82 Spongebob Squigglepants 
84 Super Stickman Golf 
85 Sword of Fargoal 
79 Tactics Ogre: 
Let Us Cling Together 
86 TNA Wrestling Impact 
89 Torchlight 
87 War Pinball 
78 Xenogears 


Gamers often lament the summer as the “doldrums,” but as we close out this issue, it’s 
amazing to see the number of big games that have come out, such as Red Faction: Armageddon, 
Infamous 2, Child of Eden, and Shadows of the Damned. Supplement this with the constant flow 
of iOS and downloadable games and summer is no longer the industry’s “quiet season.” 
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WHERE GAMERS 
' CREATE THE 


STORIES 


SONY 


Sony 


UPCOMING GAMES 


1. Deus Ex: 

Human Revolution 
2. Battlefield 3 

3. Batman: 
Arkham City 

4. Dark Souls 

5. Dead Island 


BEST-SELLING 


1. Infamous 2 

2.L.A. Noire 

3. Mortal Kombat 
4. Hunted: 

The Demon’s Forge 
5. Call of Duty: 
Black Ops 


“According to 
VGChartz.com. 


@nsuttner: Just fin- 
ished Red Johnson’s 
Chronicles (PSN). 
Super stylish and 
unique aesthetic, 
great puzzles, prob- 
ably my favorite 
modern adventure 
game. 


Why Do! Keep 
Letting You Hurt Me 


Operation Fiash- 
point: Red River (PS3) 
I was a big fan of Operation 
Flashpoint in its original 
incarnation; its mix of serious 
shooter simulation that’s 
not another close-quarters 
counter-terrorism exercise 
and open-world flexibility that 
almost put GTA to shame just 
appealed to me on a really 
fundamental level. But ever 
since Bohemia Interactive 
became disassociated with it, 
it’s been an exercise in futility. 
I know, I know—go play Arma. 
I guess it’s my bad that I still 
want something like this on 
the console. Some things, like 
issuing orders, have vastly 
improved. But the lack of an 
engaging narrative and some 
still funky A.I., not to mention 
a really low budget look, just 
make me said that they can’t 
seem to ever get this game 
right. —Tom Price 


What Doesn’t Get 
The Point Of ‘Co-Op’ 


trouble when I played through 
Hunted: The Demon's Forge’s 
tutorial level. This action-RPG 
from Bethesda and developer 
Inxile is a co-op game, but the 
co-op is completely missing 
from the level that’s supposed 
to teach you how to play the 
game. That’s a significant issue, 
as if you want to play Hunted 
with a friend, how are they sup- 
posed to learn the game (other 
than playing it by themselves or 
hopefully getting it by watching 
you)? The game doesn’t get 
much better after this. Folks 
joked in previews that this is 
Gears of War with swords and 
arrows, but Hunted’s cover- 
based mechanics come nowhere 
close to this. I found it easy to 
just wade into concentrations 
of foes; if you do this in Gears 
of War, you'd be dead. Not in 
Hunted. The game presents 
little strategy, offers generic 
heroes, foes, and powers, and is, 
sadly, not fun. —Jason Wilson 


What I’m Finally 
Finishing 


I know, I know—how can | 
consider myself a GamePro, 
much less a gamer, if I never 
actually completed Squaresoft’s 
philosophically dense sci-fi role- 
playing game? I’ve only recently 
dug up a copy of Xenogears from 
the GamePro vault, and after 
plugging it into my PlayStation 
3 and booting it up, I’m discov- 
ering a phenomenally engaging 
experience that I can only kick 
myself for not unearthing 
earlier. The game’s gorgeous art 
is leading the charge, but the 
increasingly interesting story 

is most definitely keeping me 
engaged. —Will Herring 


Needs To Go Back To 
The Drawing Board 


don’t see Spiderman fight 
crime in the desert or ina 
flowery meadow—his web- 
slinging powers are built for 
NYC’s urban jungle. Similarly, 
Cole McGrath's ability to 

do parkour and hop around 
rooftops is perfect for Empire 
City and the earlier stages of 
Infamous 2’s New Marais. But 
the later areas are terrible 
playgrounds— Cole’s electrical 
powers are poorly suited to 
traverse flooded city blocks 
and industrial wasteland, 
effectively breaking up the 
flow and freedom that you 
associate with the character’s 
powers. The series’ developers 
would do wise to play to the 
character's strengths and give 
him landscapes that allow his 
electrical powers to shine. Then 
again, maybe Infamous 3 will be 
set in a dew-kissed meadow. 
—Chris Holt 


What I Finally Got 
Around To Playing 


Tactics Ogre: Let Us Cling Together (PSP) 
Remakes are often (rightfully) dismissed as dull cash-ins, but there 
are a few instances when an update to a classic game is as mucha 
public service as a chance to rake in some more money. One such 
example is Tactics Ogre: Let Us Cling Together for the PSP, which is 
easily one of the best RPGs to be released this year. 

The original Tactics Ogre is a good 15 years old, but that doesn’t 
make its ideas any less interesting. It’s a twisting, turning tale of 
political intrigue with a large number of branching paths and a huge 
number of characters. It’s also quite tough; its maps are even less 
forgiving than the similarly intense Final Fantasy Tactics (which was 
developed by the same team, incidentally). Tactics Ogre is pretty much 
everything a remake should be: a more attractive update that fixes 
niggling issues from the original (like the PSX version’s incessant load 
times). And if it’s the first time that North Americans get to play a 
truly great RPG, than so much the better. —Kat Bailey 


I finally borrowed an office 
copy of Homefront and sat 
down with some friends to 

give itarun. My first mistake 
was having my friends and I 

try to make this a social event, 
because the opening scenes 
depict the mass slaughter and 
subjugation of Coloradans. Our 
reactions ranged from awkward 
laughter about how cliche it was 
to utter disgust at how much 
the developers were trying 

to stir our blood. Granted, 
while I played through the 
short campaign, I came to the 
conclusion that the game wasn't 
as bad as critics had said—but 
the uninspired and unfinished 
little game did make me feel 
bad for I.P.-starved publisher 
THQ. Kaos Studios, Homefront’s 
developer, has now shuttered 
its doors, suggesting THQ now 
recognizes the tremendous 
failings of the would-be 
franchise. If the company 

had funneled a fraction of its 
advertising budget to creating a 
better story, a more graphically- 
impressive engine, and a more- 
compelling set of missions... 
well, maybe this could’ve 
succeeded. —Chris Holt 


MICROSOFT 


State 
of the 


System: 
Microsoft 


UPCOMING GAMES 


1. Gears of War 3 

2. Deus Ex: 

Human Revolution 
3. Battlefield 3 
4.Rage 

5. Halo: Combat 
Evoived Anniversary 


BEST-SELLING 


1.L.A. Noire 

2. Hunted: 

The Demon's Forge 
3. Kinect Adventures! 
4. Portal 2 

5. Call of Duty: 

Black Ops 


“According to 
VGChartz.com 


@IGLevine: Jason 
Patric used to come to 
my house and make 
fun of the nerdy stuff in 
my room in 7th grade. 
True story. 


What’s Kept 
Us Playing 


Red Faction: Armageddon (X360) 
Volition’s follow-up to Red Faction: Guerrilla isn’t a bad game...in fact, 
it’s actually a more polished title with better storytelling than its 
predecessor. But Armageddon isn’t anywhere as fun to play as their 
previous effort, an open-world symphony of destruction on Mars that 
provided endless hours of just smashing the hell out of everything in 
sight. If you haven't played it, Guerrilla is essentially Grand Theft Auto 
mixed with Schwarzenegger's sci-fi action flick on Mars, Total Recall... 
minus the three-breasted alien. Guerrilla certainly had its share of 
shortcomings, but it was hard proof that your game doesn’t have to 
be perfect or innovative to be irresistibly entertaining. I don’t blame 
Volition for trying something a little different with Armageddon, but 
hopefully the next Red Faction game will restore the series back to its 
destruction-rich form. —Patrick Shaw 


» Child of Eden 
(Kinect) 
The name might be different, 
but there’s no mistaking Child 
of Eden as anything other than 
a successor to Rez. I still don't 
enjoy the Kinect functionality 
(Child of Eden is a game that’s 
meant to be played with a 
controller), but the soothing, 
rhythmic music and simple 
gameplay make this the perfect 
game to relax to at the end of 
a stressful day. Overall, it feels 
more like an extension of the 
Dreamcast classic than a simple 
sequel, and that’s fine by me. 
And maybe by the next time 
the game gets reissued, we'll be 
able to play with the ultimate 
hands-free controller: telekinetic 
powers. —Justin Haywald 


What Let Us Down 


Duke Nukem: 
Forever (X360) 
Duke Nukem: Forever isn’t 
just disappointing as a sequel 
that took 14 years to come 
out. Even if it wasn’t carrying 
the “Duke” brand, it’s still a 
middling shooter with insanely 
frequent load times, lazy jokes, 
and inferior visuals. And while 
I was as fair as I could be in my 
full review of the game (read 
it on GamePro.com!), I still 
can't help but feel that a part of 
my childhood was crushed by 
how poorly they captured the 
cheesy charm of Duke Nukem 
3D. Hopefully, now that the 
franchise is in the competent 
hands of Gearbox (Borderlands, 
Aliens: Colonial Marines), they 
can finally build us the Duke 
game we ve been waiting for 
from the ground up...but will 
anyone even care by then? I’m 
still not ready to give up on him. 
—Patrick Shaw 


What’s Worth 
Your Time 


Shadows of the 
Damned (X360) 
Simultaneously the most 
focused and over-the-top title 
from developer Grasshopper 
Manufacture, this long-awaited 
HD-gen team-up between sur- 
realist designer Goichi “Suda 
51” Suda and trigger-happy 
producer Shinji Mikami is, all-in- 
all, a pretty slick shoot-'em-up. 
Needlessly cool Garcian Hotspur 
certainly calls to mind No More 
Heroes punk protagonist Travis 
Touchdown—but, you know, 
with an accent—but the leather- 
clad leading man serves as a 
worthwhile tour guide through 
Suda’s twisted, hellish vision. 
Come for the solid shooting, stay 
for composer Akira Yamaoka’s 


stellar soundtrack. 
—Will Herring 


Playing Again What We’re 
For The First Time Overthinking 
L.A. Noire (X360) 


L.A. Noire has been playing over 
and over in my head ever since 
the game came out. It’s one of 
the best titles I’ve played all 
year, but I’m finally starting to 
see the frayed edges along the 
painting, so to speak. As good as 
the game is, I’m wanting more 
from it. Cases shouldn’t be able 
to wrap up when I blow every 
question. Running amok and 
causing thousands of dollars 
worth of damage shouldn't go 
unpunished. Overall, I’ve figured 
out the one thing that L.A. Noire 
lacks—consequences. Now, 

that doesn’t mean I’m going to 
enjoy the game any less, but I’m 
definitely more aware of its (very 


few) shortcomings. 
—McKinley Noble 


Radiant Silvergun 
(XBLA) 
People speak highly of Radiant 
Silvergun, even though they may 
not have played it—it was a 
limited-run arcade game that got 
an even more limited-run Saturn 
port in Japan, and it quickly 
became a prized (and pricey) 
item afterward. I had a Saturn, 
but I wasn’t keen enough to 
buy an import adapter or go 
with some other method to get 
Silvergun when it came out, so I 
never got to sink my teeth into 
it until recently, when the Xbox 
Live Arcade version came out. 
It's the predecessor of Ikaruga, 
but I’m glad to see it still has 
some unique stuff in it, like the 
overall anime-style presentation 
and that oh-so-sweet laser 
sword attack. It may be hard 
to enjoy if you're more used to 
present-day shoot-em-ups like 
Cave’s manic stuff, but then 
again, most shooter fans are 
pretty comfortable living in the 
past. —Ray Barnholt 


? 


NINTENDO 


What We’ve 


| What’s Kept 
| Gone Back To 


Us Playing 


| Spongebob Squiggle (3DS 
| I'll come clean: In addition to my love of shooters, gore films, and 
sacrilegious heavy metal, I’m also a massive SpongeBob Squarepants 
fan. Most video games starring the lovable yellow sea sponge have 
been pretty ordinary affairs. Fortunately, the franchise has delved into 
something other than stale platforming with SpongeBob Squigglepants, 
a WarioWare-style collection of lightning-fast mini-games that 
compliments the tone and humor of the animated TV show. Each 
collection of mini-games is grouped thematically (pixelated NES- 
style, punk rock, children’s doodles, comic book), and will have you 
performing mostly silly tasks, like flipping Krabby Patties, feeding 
jellyfish, and answering a telephone (as Patrick Star, of course). The 
game’s unfortunately brief and the 3D’s largely unnecessary, but this 
doesn’t change the fact that this is arguably the most entertaining 
Spongebob game yet. —Patrick Shaw 
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UPCOMING GAMES 


1. Legend of Zelda: 
Skyward Sword (Wii) 
| 2. Rayman Origins (Wii) 
| 3. Cave Story 3D (3DS) 
4. Star Fox 64 3D (3DS) 
5. Shin Megami Tensei: 
Overclocked (3DS) 


I'm still holding out for the day 
that I'll be able to download all 
of Nintendo’s Virtual Console 

library to one of their handhelds, 


| BEST-SELLING 
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1. Wii Sports Resort 
2. Wii Sports 

3. Mario Kart 

4. Wii Fit Plus 

5. Just Dance 2 


“According to 
VGChartz.com 


@heymarkd: The 
single most exciting 
thing about the Wii U 
is the inherent game- 
play opportunities 
w/ the new controls 
for Metroid. 


but having access to a few Game 
Boy classics is at least some 
consolation. There aren't many 
original Game Boy games I'd 
want to play again, but The 
Legend of Zelda: Link’s Awakening 
is definitely at the top of my 
list. The DX version available on 
Nintendo’s 3DS eShop makes 
the game look even better 

than I remember, and outside 
of the Oracle of Seasons/Ages 
Zelda games, I still think Link’s 
Awakening has the most devious 
puzzles in the series. Maybe it’s 
weird to be playing such an old 
game on Nintendo's newest, 
3D-enhanced hardware, but I’m 
still waiting for some original 
3DS content to be anywhere near 
as entertaining as this game is. 
—Justin Haywald 


What We Love, 
But Shouldn’t 


Cartoon Network 
Punchtime Explosion 
Most other gaming reviewers 
haven't liked Cartoon Network 
nearly as much as I have. But to 
me, this mashup of universes 
is more impressive than Marvel 
vs. Capcom 3. Although it wasn’t 
exactly a big secret when the 
game came out, the addition of 
Captain Planet to the roster just 
capped off a ton of awesome 
cameos. Still, I do have to admit 
that the gameplay is pretty 


wonky. It’s like Super Smash Bros. 


with moon gravity. Attacks are 
way too floaty, it’s impossible to 
find your character after they’re 
knocked off screen, and the 
graphics aren't great. But I just 
can't put the game down. I think 
I need an intervention. 
—McKinley Noble 


What! Was Quickly 
Done With 


Dead or Alive: Dimensions (3DS) 
Maybe that title sounds too negative. Don’t get me wrong—I didn’t 
hate DOA:D, but unlike previous Dead or Alive games, I haven't spent a 


lot of time with it trying to unlock everything or perfect my technique. 


Maybe that’s because this one is just a “best of” game rather than a 
canonical sequel (imagine the rage if DOA 5 was a 3DS exclusive!) — 
there’s nothing that’s really new, unless you want to count the 3D 
effect, and the fact that you can collect character figurines to take 
“creative” photos of. Even that all lasts so long before you hit a wall. 
The fighting is still fun, because I enjoy the paper-rock-scissors setup 
behind attacks, throws and holds, but I’m slowly realizing I don’t need 
my fighting games to be portable; I like it when a game truly ends. 
Which reminds me, I should hurry up and finish The Legend of Zelda: 
Ocarina of Time. —Ray Barnholt 


What! Found 
In The Bargain Bin 


Children of Mana 
A couple of the GamePro graphic 
designers and I thought it 
might be a good idea to dig up 
a somewhat obscure co-op title 
to play during our downtime 
at E3. After each tracking 
down and securing a copy of 
Square Enix’s discounted (and 
discounted some more) action- 
RPG at the local video game 
shop, we discovered two things: 
1) We had no downtime at E3, 
and 2) it wasn’t quite worth it. 
Repetitive dungeon-crawling 
action is one thing, but Mana’s 
“everything bounces ever” 
physics mean slapdash combat 
that’s even more unmanageable 
in multiplayer. 
—Will Herring 


MOBILE 


System: 
Mobile 


UPCOMING GAMES 


1. Agent Squeek 

2. Empire of the Eclipse 
3. Contre Jour 

4. Armored Combat: 
Tank Warfare 

5. Kids vs. Goblins 


_ BEST-SELLING MOBILE _ 


1. Angry Birds Rio HD 
2. Angry Birds HD 

3. Angry Birds 
Seasons 

4. Fruit Ninja HD 

5. Cut the Rope HD 


“According to iTunes 


Oo erheate on Twitter 


@WarioG4: Tiny Tower 
is up for iOS. It looks 


like another Sim Tower 


clone in retro graphics, 
and it’s free! 


What’s Kept 
Us Playing 


It’s kind of hard sometimes to 
play a game on your iPhone 
with your hand shielding the 
screen so no one around you 
can see what you're doing. But 
I would rather have people 
thinking I was looking at goat 
porn than know | was playing 
something like Candy Train, 

a game that makes my teeth 
hurt just saying it. But really, 
it’s a great little strategy/ 
puzzle game where you have 

to keep rotating pieces of track 
to keep your train running, 
while picking up pieces of candy 
and other collectibles to earn 
points. I don’t know why I like 
it so much; I just do. And I’m 
OK with that. A good puzzler 
is a good puzzler even if I don't 
want anyone knowing I’m 
playing it. —Tom Price 


It seems like I’ve been playing 
simplistic arcade golf games 

for years, but nothing has 
grabbed a hold of me like Super 
Stickman Golf. One part Angry 
Birds—style “arcing projectile” 
game and one part crazy mini- 
golf game with wacky levels 

and helpful ball power-ups. But 
what will hook you completely 
is the multiplayer, in which four 
players can compete with each 
other over Bluetooth in a race to 
see who finishes the hole first. 
It’s silly fun that will have you 
screaming at your little pixel/ball 
as it slides into yet another trap. 
And if there was any justice 

in the world, it would be the 

No. 1 app on the store forever. 
—Tom Price 
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If you've never experienced Sam 
Raimi'’s horror comedy trilogy, 
Evil Dead, Netflix it at once. 

The third entry in the clinically 
insane film series, Army of 
Darkness, serves as the backdrop 
for Backflip Studios’ (Paper Toss, 
Ragdoll Blaster) new iOS title, 

a castle-defense game where 
you assume the role of Ash 
Williams as he takes on waves 
of Deadites. Army of Darkness: 
Defense isn’t groundbreaking 
by any means, but it’s one of 
the better games of its kind 
that keeps things interesting 
by constantly pumping out 

new enemies (Deadites, Evil 
Ash), attacks (boomstick, the 
Necronomicon), and unit types 
(Henry, Wiseman), all of which 
are references to Raimi’s cult- 
classic film. The game’s even 
loaded with Bruce Campbell’s 
cheesy one-liners like “Hail to 
the King, Baby,’ (which later 
appeared in the Duke Nukem 
series). —Patrick Shaw 


What’s Let Us Down 


The game bills itself as a 
dungeon-crawler, but it’s not 
what you think. It’s more 
Gauntlet than Wizardry. Not that 
this is necessarily a bad thing— 
Gauntlet is a lot of fun, after all. 
And I applaud the developers at 
Smuttlewerk Interactive for the 
game they've made. But at this 
point, it’s just a little ways short 


“s The game has a good plot behind 

EXP: 90033) 45 it—the dungeon liar of a dark 
priest pulls together a group 

of adventurers (a Minotaur, 

your tank; an elf, your ranged 

combatant; a drawven engineer, 

who build machines to deal out 

DPS damage; and a mage, your 

crowd control), each with their 


The marriage of iPhone and 
roguelike is near perfect. These 
are great games to play in 

short bursts or for long trips. 
Sword of Fargoal is one of the 
gems of early 1980s roguelikes, 
considered to be one of the 

best examples of the genre ever 
made. Yet I just couldn't get 
into the iPhone remake. Sword 
of Fargoal has large levels (with 
plenty of secret tunnels and 
rooms) and a variety of foes, but 
after playing other roguelikes 
that let me tailor my character 
class, armor, and weapons, the 
lack of such options in Sword of 
Fargoal feels just too limiting 
(you may select spells and 
shields, but nothing else). Or 
maybe...archaic. I’m actually sad 
that I just couldn't get into this 
game. Check out 100 Rogues if 
you re looking for a challenging, 


! 0 ¢ ) 
fun roguelike, but you should en th i 
pass on Sword of Fargoal. 4 es %G~ | r i ? LZ] | ron 
—Jason Wilson OT ae te 


of being a game I can recommend. 


own motivations (from such 

high ideals such as family honor 
and freedom to lesser desires 

like vengeance and treasure). 

The biggest problem is that 

you control each character 
individually; you can’t issue group 
orders (even for movement). The 
controls are also a bit problematic, 
as you can sometimes send 

one of your warriors off in the 
wrong direction if you haven’t 
deselected him when you scroll 
your view to see other parts of 
the dungeon. The game needs a 
few more usability tweaks, but if 
Smuttlewerk addresses these (or 
adds multiplayer) in an update, 
the game could be stellar. 

—Jason Wilson 


What’s A Blast 
On Public Transit 


I was a big Hydro Thunder buff 
back in the Dreamcast days, 
which is one of the reasons | 
was So anxious to give Riptide 
GP, the new jet ski-based racing 
game from Hydro Thunder 
Hurricane devs Vector Unit, 

a run. I’m generally pretty 
faithful to my iPhone, but 
playing this impressively 
rendered racer on an office- 
owned Android made me, 
admittedly, just a bit jealous 
that it hasn't hit the iTunes App 
Store yet. A sweet selection of 
race tracks and crafts really sell 
this one, and it’s sun-soaked 


action isn’t too shabby, either. 
—Will Herring 


MOBILE 


DY uNntnG GOS 
Monster Hunter is a challenging, 
time-sucking action-RPG 
franchise. Monster Hunter 
Dynamic Hunting is...not. It is, 
however, surprisingly fun on 

its own. Like Infinity Blade, it’s a 
1-on-1 battle between you and 
one of the series’ iconic giant 
monsters, and you use taps and 
swipes to attack and roll out of 
the way of danger. It’s certainly 
not as pretty as Epic’s game, but 
I found it to be a nice arcadey 
diversion for MH fans, as many 
of the core elements remain 
(mainly equipment crafting and 
upgrading), at the same time 
taking out the slow, side-quest 
cruft of the main games. Asa 
matter of fact, it can be fun for 
non—Monster Hunter fans for 
the same reasons, including 

the fact that you can feel just as 
accomplished when you finally 
do fell one of the boss beasts. 
—Ray Barnholt 


Misspent Youth 
Flashback Machine 


When the iPad Arcade arrived 
in the office, I invoked my 
executive privilege and swiped 
it for review. It’s something 
I've been looking at for a few 
months, and I have been just 
dying to give it a whirl. It looks 
so damn cool—I just wanted 
to see if it really works. As you 
can see from the picture, it’s 
basically a miniature arcade 
cabinet for your iPad, which 
sits in a handy little cradle and 
becomes the screen for the 
machine. And lo! Upon your 
table is a small but perfectly 
formed coin-op. The iCade is 
designed to work with Atari's 
Greatest Hits, a collection of 18 
classic coin-ops that includes 
some of my all-time faves, such 
as Tempest, Gravitar, Asteroids, 
Missile Command, and Crystal 
Castles, and connects via 
Bluetooth to the iPad. It’s quick 
and easy to set up and is totally 
lag-free. Does it work? Yes! 

It’s great. The controls on the 
machine have that authentic 
arcade feel, with robust, 


positive clicks and movement. 
Thanks to the iCade’s eight 
buttons and a joystick, it 
enables games to be set up 
fairly authentically—Asteroids, 
for example, has its own turn, 
thrust, fire, and hyperspace 
buttons, which makes it play 
just like the original coin-op. 
The one thing I didn’t expect 
was the noise of the machine. 
The buttons have the resilience 
of a tank. Consequently 

they’re noisy...and my iCade 
was quickly banished from 

the coffee table in the living 
room to my office downstairs 
by my girlfriend, who quickly 
became irritated by the 
constant clicking and tapping. 
But that’s my only complaint, 
and even then, it’s not really 
mine—just something you need 
to be aware of. At $100, the 
iCade is definitely expensive, 
but if you're serious about 
retrogaming, and if this 
machine is the kind of thing 
that looks really cool to you, : 
I can pretty much guarantee mak Wires 


you ll love it. —Jaz Rignall 


For some reason, | still watch 
TNA Impact—or Impact 
Wrestling, if you keep up with 
the show’s branding—even 
though I hate it. All of the 
wrestlers are terrible, the plot 
angles are stupid, and the 

acting is worse than what you 
see on reality television. Maybe 
that’s why I keep playing TNA 
Wrestling Impact. There’s no 
voice acting, the cutscenes are 
short, and the wrestling is better 
than what I see on TV. Still, it 
doesn't change that fact that the 
game has terrible controls, bad 
collision physics, and overall still 
gameplay. I’m just sad that now 
that I've beaten it, I have to go 
back to watching the show. Ugh. 
—McKinley Noble 


inane tae 


You'd think that a game that 
features both Charlie Sheen 
and Chuck Norris would cause 
an Interwebs meme nexus that 
would collapse space-time as 
we know it. But War Pinball has 
somehow avoided doing that. 
Perhaps, to be fair, it’s because 
it doesn't really star both those 
characters per se—War Pinball, 
as the title may have suggested, 
is actually a pinball game. 
Where those epic guys come in 
is that the game’s three tables 
are based on movies they’ve 
starred in. There’s a Platoon 
table, a Navy SEALs table and— 
the greatest of all—a Missing 
in Action table. While Platoon 
was a decent movie, the other 
pair are right regular cheese- 
fests, falling into the so-bad- 
they’re-awesome category. But 
while their cinematic qualities 


might have been questionable, 
the tables they’ve inspired are 
superb. Each one makes full 
use of its theme, with table 
graphics, sound effects, and 
quotes from each movie, and 
every table has a variety of cool 
tricks and playfield gimmicks 
that you'd expect from a typical 
peak ’90s pinball heyday table. 
Multiple ramps, skillshots, 
multipliers, multiball, and other 
such features are all part and 
parcel of each table, making 
them both sophisticated and 
fun to play. The ball physics is 
excellent, and the game feels 
just right. These are definitely 
the best video pinball tables I’ve 
played in ages—perhaps ever— 
and in playing them again, I 
forgot how much I love pinball 
machines. If you miss pinball, 
too, you should definitely check 
out this app.—Jaz Rignall 


Move Along. 
Nothing To See Here 


Don't be fooled by this Day- 
Glo puzzler’s good looks—you 
should avoid its inconsistent 
challenge and rather boring 
gameplay. The game has you 
connecting cute little nocturnal 
insects with fluorescent lines. 
The rub is that the lines can’t 
cross (think Ghostbusters’ 
streams but without the 
explosive results). Like most 
games of its ilk, I figured the 
puzzles would get tougher 

and tougher as I progressed 
through the game. But in my 
experience, the puzzles don’t 
necessarily do this. Some are 
easy, even when you get deeper 


into the game, while others have 
maddeningly difficult-to-discern 


solutions. The inconsistent 

challenge of the puzzles never 
sat right with me (nor does its 
hint system, which gives away 
part of the solution), so much 
so that I can’t recommend this 


game to anyone, no matter how 


desperate you are for a puzzler; 
save that buck for something 
better.—Jason Wilson 


What We’re Playing 


AEE OF ZORTEPeS TICS) 
When my flight back from E3 
was delayed by 5 hours I turned 
to my iPhone in a desperate 
attempt to pass the time. | 
picked Age of Zombies from 
the App Store based on my 
experience with Monster Dash, 
developer Halfbrick’s other 
game featuring commando 
Barry Steakfries. Barry is 
representative of the game 
as a whole. He’s stupid but 
entertaining. There’s no 
shortage of top-down shooters 
on the iPhone, but Age of 
Zombies rises above the pack 
with an adorable cartoon style, 
solid controls (one of the best 
emulated joysticks in any iOS 
game), and Mr. Steakfries, who 
spouts off one-liners that don’t 
even make sense as he mows 
down zombies throughout 
history. —Emanuel Maiberg 
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UPCOMING GAMES 
| 


1. Deus Ex: 

Human Revolution 
2. Might and Magic: 
Heroes VI 

3.Rage 
4.Warhammer 40K: 
Space Marine 

5. Kingdoms of 
Amalur: Reckoning 


BEST-SELLING PC 


1. Civilization V 

2. You Don’t Know Jack 
3. Call of Duty: 

Black Ops 

4. Call of Duty: 

Black Ops—First Strike 
5. Farming Simulator 
2011 


“According to 
GamesDownloads.com 


@jenncutter: Dear 
Game Devs: saying 
‘reinstall your OS’ is 
*never* an acceptable 
solution. Especially 
when it’s you that 
doesn’t know how to 
use DX11. 


What's Kept 
Us Playing 


OK, at first glance, playing a 
shoot-em-up starring Sir Walter 
Raleigh may appear uninter- 
esting. How about Sir Walter 
Raleigh flying in a steampunk 
craft...fighting the Spanish and 
Martians...on Mars? Do I have 
your attention now? One of the 
looniest setups for a game I’ve 
seen in sometime, Jamestown 
is a fun indie shooter that uses 
its odd setting for all its worth. 
You spend each stage fighting 

a combo of steampunk Spanish 
and weird Martian lifeforms. 


While I wouldn’t consider it 

a bullet hell shooter,” it does 
share a few characteristics with 
such games—the foes spray 


death all over the screen ona 
few occasions, and you die only 

when the center of your craft 

(aka, you) gets hit. It also eases ay 
you into the game—to unlock je , 

more story missions, you have 

to play on harder and harder 
difficulty levels. You also unlock 
three other ships as you progress 
through the story. Jamestown 
plays better with a gamepad 
than a keyboard, and it also 
offers four-player co-op—and 
instead of sharing a pool of 

lives, the other three players can 
be brought back as long as one 
survives. And it has some great 
music. Jamestown is a bizarre, 
fun shoot-’em-up—good work, 
Final Form Games. 

—Jason Wilson 


Maybe its because there aren't 
many good flight combat 
simulators out there, or maybe 
because Dogfighter is just a 
really tight little game—either 
way, I keep coming back to the 
steampunk-inspired multiplayer 
game. We had some great office 
battles when I was reviewing the 
game, and though the content is 
thin (there are only a few maps, 
powerups, and planes), I keep 
figuring out new strategies to fly 
and new ways to avoid strafing 
enemies. It’s a remarkably 
balanced and intense game, 

and if there’s ever a game I'd 

like to see offer a single-player 
campaign with full backstory, 

its Dogfighter. I want to see who 
the players are in this aviation- 
dominated society. I want to see 
who is fighting for control of the 
Great Wall, who is building the 
huge zeppelins in the sky, and 
who put a jet engine on my WWI 
fighter. Until these questions are 
answered, I’m happy to continue 


blowing noobs out of the sky. 
—Chis Holt 


Diablo II remains the gold 
standard for isometric, point- 
and-click RPG, but that doesn’t 
mean it’s the best entry point 
for that particular sub-genre. 
That honor goes to Torchlight, 
which was developed by some of 
the same crew who worked on 
that seminal title. The concept 
is pretty simple: Pick from one 
of three classes and descend into 
a monster-infested mine near 
the town of Torchlight. From 
the first floor, you are inundated 
by monsters, all of whom can 

be disposed of with a few clicks 
of the mouse. Before you know 
it, you'll have some sweet new 
gear, and then you'll be really 
hooked. Torchlight is notable for 
its clever use of pets, which can 
be sent into town to quickly sell 
equipment (no idea how they 
actually pull that off). If you 
haven't tried it, it’s a hell of a 
deal on both Steam and Xbox 
Live Arcade.—Kat Bailey 


What’s Taken Over 
My Relationship 


Now that E3 is over, I’ve been 
itching to play some Mass 

Effect 2, just to refresh myself 
on the story and dialogue trees. 
But unfortunately, the only 
game that’s on when I come 
home is Portal 2, which I recently 
bought for my girlfriend. Of 
course, this isn’t a bad thing— 
Portal’s great. But it’s hard to 
not be a “backseat” gamer when 
the person playing doesn’t want 
any help. And what’s worse is 
that I know exactly how to beat 
most of the rooms, but if I say 
anything, I’m “spoiling” the fun. 
Luckily, we're also playing co-op, 
so I can at least get some gaming 
time in before quiet hours. 
—McKinley Noble 


What’s A Great 
idea...But Makes 
Us Say ‘Meh’ 


With a title like Naval Warfare, 
youd think this is a strategy 
game. It’s not. My first thought 
when I discovered that this is 
actually a steampunk shoot-’em- 
up was “Sign me up!” It’s an indie 
from Game Distillery s.m.o, and 
while I love the idea of cruising 
around in a steampunk Super 
Destroyer, blasting other ships, 
the game somehow comes off 

as a bit...well, bland. Your Super 
Destroyer (which you can control 
either with the keyboard and 
mouse or a gamepad) knifes its 
way through levels, finding itself 
on search-and-destroy sorties, 
escort missions, and defending 
bases. Some of the ship designs 
are gorgeous, especially on 

the larger battleships. But the 
gameplay isn’t very exciting. The 
challenge feels a bit weak, and 
while I had fun with the game in 
short bursts, I found it difficult 
to play for longer than 15 or 20 
minutes at a time. Maybe it'll 
grow on me. —Jason Wilson 


What We’d Rather 
Be Playing 


At its best, Duke Nukem Forever 
is a cheerful (and completely 
gross) anachronism. But it’s easy 
to forget that Duke Nukem 3D 
was not only crass but creative. 
It couldn’t stack up to the then- 
revolutionary 3D engine of 
Quake, but it sure was unique. 
Shooter fans will fondly recall 
the wild array of gadgets—like 
tripwire bombs and shrink 
guns—that added a flavor to 
Duke’s multiplayer that other 
shooters lacked. Its crass sense 
of humor also fit in well with 
the genre, which at the time was 
still dominated by blood-and- 
guts shooters like Doom. Duke 
Nukem 3D’s clever take on the 
FPS gained it a loyal audience. 
For all its crass humor, Duke 
Nukem 3D's multiplayer design 
and unique weapons made it as 
forward-thinking as Duke Nukem 
Forever is backward. 

—Kat Bailey 


ANALYSIS 


BULLET 
POINTS 


The nitty gritty details 


Resident Evil: | 
The Mercenaries 
3D (3DS) 

“Largely a repackaging 
of old content, The 
Mercenaries 3Disa 
competent co-op shooter 
that ultimately falls short 
due to a severe lack 

of meat on its bones.” 


PROS: Looks about as good 
as Resident Evil 5; one of the 
better co-op experiences on 
the 3DS. 

CONS: Over before you know 
it; it's mostly recycled con- 
tent; music is horrible. 


Dungeon Siege Ill 
(PS3/X360/PC) 

“For those willing to delve 
deeply into what Dungeon 
Siege 3 has to offer, 
especially those with 
three buddies who are 
willing to delve alongside 
them, the game will 
reward you with plenty 

of content to sink your 
teeth into.” 


PROS: Local and online co-op; 
lengthy adventure; each char- 
acter plays differently and has 
their own storyline. 

CONS: Overly complex controls 
and gameplay; poor audio 
across the board; co-op plays 
more arcadey than RPG-y. 


con of Nintendo’. 
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Shadows of the 
Damned (PS3/360) 
“Though it’s a bit rough 
around the edges, this 
spooky, stylish shoot-‘em- 
up from Grasshopper 
Manufacture is an off-the- 
wall blast.” 


PROS: Awesome atmosphere 
and oddball sense of humor; 
solid shoot-em-up gameplay; 
excellent soundtrack from 
Akira Yamaoka. 

CONS: Gunplay can become 
repetitive; some frustrating set- 
pieces; sluggish aiming. 


Kkkk 


Duke Nukem 
Forever (PS3/360) 
“Like reuniting witha 
close friend after many 
years apart and then 
discovering how they’ve 
gone nowhere with their 
life, Duke’s return is asad 
engagement that makes 
you wish you had left the 
past where it belongs.” 


PROS: Numerous nods to Duke 


Nukem 3D; \engthy campaign; 
interactive environments are 
genuinely entertaining. 
CONS: Homely visuals; dated 
gameplay and overall design; 
clunky controls; frequent 

load times. 


Wii Play: Motion 
(Wii) 


“Nintendo's Wii offerings 
to date in 2011 seem 
content to mine past 
concepts with middling 
success, which may be fine 
to the dwindling number 
of new console owners— 
but it’s tough to believe 
existing Wii owners will 
feel the urge to rush out 
for another unremarkable 
mini-game medley.” 


PROS: A couple of rock-solid 
games in the package, plus 
other solid concepts and 
diversions in the mix; it 
comes with a Wii Remote 
Plus—and batteries! 

CONS: Several unremarkable 
mini-games, including a couple 
major duds; has little to offer 
established Wii owners or 
core players; looks and feels 
very dated. 
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Getting the highest possible 
marks from reviewer “Rigor 
Mortis,’ Spider-Man for 

the Sega Genesis went on 
to be both a huge critical 
and commercial success. It 
also had something to do 
with the deluge of mediocre 
Spidey titles that we've had 
to deal with in its wake for 
the last 20 years. 
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Throughout the issue, the 
GamePros were buzzing 
about the SNES, which 
launched the same month, 
September 1991. 16-bit 
gaming sure was the hot 
new thing, and part three 

of the 16-bit Gamer’s Guide 
featured such timeless 
classics as Bill Laimbeer's 
Combat Basketball. Seriously, 
though, that era was an 
amazing time for games. | 


The big news in the editor's 
letter this month was the 
GamePro TV show, which 
was set to launch September 
28 and starred J.D. Roth of 
Fun House fame. The concept 
must have been ahead of its 
time, since the show didn’t 
last too long. But what about 
Roth? He’s a big-time reality 
show producer now. Please 
don’t blame that on us. 


The news section discussed 
rumors about who would 
build the never-released 
SNES CD-ROM drive, Philips 
or Sony. Knowing the full 
story now (go Wikipedia 
it) makes statements like 
the following rather funny: 
“Sony’s Sony Play Station 
CD player will incorporate 
a Super Famicom.” Things 
didn’t quite work out that 
way, now, did they?. 
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OWN IT ON BLU-RAY 


Go to GamePro.com/Scarface for a chance to win a portable 
Blu-ray” player and Scarface on Blu-ray’ for the first time! 
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